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Channeling chaotic powers, the Demon Hunter 
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late and out of date 


The World Exclusive Review of Our Review Standards 


Every month, we get some number of people writing in asking why 
we haven’t reviewed a certain game yet. Since most people feel com- 
pelled to ask questions in the most insulting way possible, it usually 
goes something like this: 

“Once again, there’s no review of Age of Civilizations IV. Everyone 
else has reviewed it. This shows you guys are slipping. I’m canceling 
my subscription and telling everyone I know to do the same.” 

Or this: 

“Why haven’t you reviewed Age of Civilizations IV yet? Are you 
afraid to tell the truth about how much it sucks? I’m canceling my 
subscription and telling everyone I know to do the same.” 

Or the crowd favorite: 

“Warez the review of AOC4?2??? Getoff yer lazy azzzez and doit, 


Other readers question our sexual orientation, which is always 
puzzling, but if I understand the general gist of these e-mails, you 
want reviews and you want them now. 

But you also want them to be accurate. Unfortunately, timeliness 
and accuracy are usually at odds with one another, like Murtaugh 
and Riggs in the original Lethal Weapon but unlike the Murtaugh 
and Riggs in Lethal Weapons 2-4. 

There are two big issues with timeliness. The first is print lead 
times. I’m writing this editorial on July 4, which means I’m working 


dd Other publications review betas, even 


if they say they don’t. PP 


on a day I should be at home blowing up my neighbor’s cat with a 
firecracker. We send the issue off to the printer in a week hence the 
gap of a few weeks when we receive the late articles and when they 
appear in your hands. 

Let’s consider another example. WarCraft III appeared in stores 
around July 4, which would give us about four days to play the entire 
game before needing to write the review. If you’re good, you might 
blast through the single-player campaign in a couple of marathon 20 
hour sessions and play a few skirmishes online, but whether or not 
compressing the entire game into that few days gives you the proper 
perspective to form a decent evaluation is certainly debatable. 

Of course we have a WarCraft III review on page 72, which means 
we rushed it, right? Nope, Blizzard sent a “gold master” version a few 
weeks before it shipped to stores, and because it missed our August 
issue, our reviewer was able to test multiplayer and the battle.net 
launch. That particular bit of information was missing from every 
“first” review, both in print and online, because they chose speed 
over accuracy, at least as it related to the multiplayer experience. 

Is that information critical? We think it is. Does it invalidate those 
other reviews? Not necessarily, but it does limit their usefulness to 
some degree. It’s not so much what they say but what they can’t say 
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because they aren’t able to test certain 
parts of the game. 

The entire notion of the “first” review is 
sketchy. In most cases, you need to cut cor- 
ners somewhere. Either you spend less 
time with the final game or you base the 
review on an incomplete version of the 
game. Other publications review betas— 
which is something we refuse to do—even 
if they say they don’t. We know they do it 
but you don’t because they refuse to dis- 
close this information. 

Ethically speaking, they are obligated to 
do so. They should explicitly state that the 
version evaluated differs from the one 
you're playing. It should explain that some 
things could change, that it doesn’t discuss 
observed bugs because the company says it 
will fix them, and note that certain aspects 
of the game can’t be tested because the fea- 
ture is either nonexistent or incomplete. At 
that point, it’s up to the reader to decide 
whether a review written under those 
restrictions and limitations has merit. 

The “World Exclusive First Review” has 
value, mostly for the magazine as it makes 
for a nice enticement to buy the issue, but 
it’s arguable whether it has much value for 
the reader if you’re interested in knowing 
whether or not to buy a game. This 
assumes, however, that reviews serve this 
purpose. Most gamers decide which games 
to buy primarily based on preview articles 
and use reviews as entertainment or to vali- 
date their own opinion. If that’s the case, 
it’s essentially irrelevant whether the 
review appears in one issue or another, and 
it’s far better to be accurate than timely. 

It’s hard to say how much people care 
about these kinds of policies. Other maga- 
zines make a big deal out of them, pub- 
licly saying they don’t review betas, they 
don’t apply patches, their reviewers always 
finish the game, never split infinitives, 
whatever. I always thought these were a 
given, that readers assumed this was the 
case. It’s a bit like saying, “We tell the 
truth in our articles.” Well, duh. 

In the meantime, it’s worth keeping in 
mind that when you push for early reviews, 
you’re asking people to spend less time 
with a game. And those “first reviews” are 
usually based on the least amount of time 
spent with the game and therefore may be 
of less value, both as a buyer’s guide as 
well as entertainment, than one than the 
one that come later. Sometimes it’s better to 
be well-done than undercooked. e 
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Judge declares video games not protected by first amendment 
by Robert de los Reyes, Esq. 


According to one federal district court judge, your com- 
puter and video games have about as much to say to 
you as your morning bowl of Rice Krispies. They may 
go snap, crackle and pop, but, according to Judge 
Stephen Limbaugh, they convey no meaningful expres- 
sion. In a case called Interactive Digital Software 
Association v. St. Louis County, Missouri that was decid- 
ed in April, Judge Limbaugh declared, “This Court 
reviewed four different video games, and found no con- 
veyance of ideas, expression, or anything else that could 
possibly amount to speech.” 

The case arose out of the IDSA challenge to St. Louis 
County Ordinance No. 20,193. The Ordinance in question 
made it unlawful for someone to knowingly sell, rent or 
otherwise allow minors to play violent video games with- 
out the consent of a parent or guardian. Arcade owners 
would be required to segregate such games in 
“Restricted-17” areas in order to prevent minors from 
viewing or playing violent games. The types of games 
targeted by the Ordinance are those with “graphic vio- 
lence,” a phrase defined to include the “visual depiction 
or representation of realistic serious injury to a human or 
human-like being where such serious injury includes 
amputation, decapitation, dismemberment, bloodshed, 
mutilation, maiming or disfiguration.” 

In order to determine whether video games enjoy the 
protection of the First Amendment, the court reviewed 
videotape footage of four games presented by the defen- 
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dants: Resident Evil, Mortal Kombat, Doom, and Fear 
Effect. The IDSA also produced scripts for several unidenti- 
fied games, but the court dismissed these scripts as mean- 
ingless outside the context of the way the games are pre- 
sented. If the court found the notion of making a constitu- 
tional ruling on the basis of a mere four exemplars odd, it 
betrayed little of that concern. “This Court has difficulty 
accepting that some video games do contain expression 
while others do not, and it finds this a dangerous path to 
follow.” Judge Limbaugh continued, “This Court finds that 
video games have more in common with board games and 
sports than they do with motion pictures.” 


Precedent 

The court’s determination in this case is not without 
precedent, though it’s mixed. Even so, a cursory glance 
at the case law indicates a clear trend toward granting 
First Amendment protection to video games. The cases 
cited by the court to support its ruling tend to date from 
the early 1980s when, arguably, many games were 
scarcely more than board games gone digital. It is possi- 
ble to argue that Pong and Asteroids conveyed little in 
the way of the communication of ideas—abstract or con- 
crete—that is the object of the First Amendment’s pro- 
tections. Cases closer to the present day, however, have 
recognized a clear change in modern video games. 
Limbaugh bats this change aside as mere technological 
advancement, not a fundamental change in the nature of 
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[above] DOOM “expresses no ideas, expression, or anything else that could possibly 
amount to speech.” [middle] Fear Effect was evaluated and determined to be 
like a boardgame. [bottom] What about the unrequited sexual tension in Mortal 
Kombat between Subzero and Liu Kang? How is drama like that not protected? 


‘the mec } ney id indeed for 
First Amendment jurisprudence generally, other courts 
see things differently. 

In March of 2001, a federal court of appeals (the level 
just below the Supreme Court) decided a case called 
American Amusement Machine Association v. Kendrick 
that was a challenge to an Indianapolis ordinance almost 
identical to the St. Louis law. That court suggested a 
conclusion entirely at odds with Judge Limbaugh’s read- 
ing. Writing for the majority, Judge Richard Posner 
focused less on the right of game makers to express their 
ideas through the video game medium than on the First 
Amendment rights of the children whose freedom to 
choose was being curtailed. 

Judge Posner noted that if children’s First Amendment 
rights were to be restricted, the “grounds must be com- 
pelling and not merely plausible.” Posner added, “Now 
that eighteen-year-olds have the right to vote, it is obvi- 
ous that they must be allowed the freedom to form their 
political views on the basis of uncensored speech before 
they turn eighteen, so that their minds are not a blank 
when they first exercise the franchise.” 


KUNGLAO : BLIND GI 


Examining The House of the Dead, Judge Posner conced- 
ed that the game might not be “distinguished literature.” 


Even so, “Self-defense, protection of others, dread of the 


‘undead,’ fighting against overwhelming odds—these are 
all age-old themes of literature, and ones particularly 
appealing to the young.” 

Other recent cases fill out the modern trend. In March 
of this year, a federal district court in Colorado dis- 
missed the lawsuit filed by parents of the victims of the 
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The Resident Evil games express no ideas, unless you count, 
from this zombie before it eats my brain” an idea. Which it is. 


Columbine High School shooting against a number of 
video game makers (Sanders v. Acclaim Entertainment). 
Among other important points, the court ruled “the dis- 
tinction between information and entertainment is so 
minuscule, that both forms of expression are entitled to 
First Amendment protection.” 

Mere weeks later, a Connecticut federal district court 
in Wilson v. Midway Games expressly differentiated 
video games and board games. Discussing Mortal 
Kombat, the court stated, “What [the plaintiff] chal- 
lenges as having warped Yancy’s mind is not a pinball 
machine, board game or sport; rather, it is a gratuitously 
violent cross between a comic book and a Saturday 
morning cartoon, with the player having some control 
over the sequence of events and the choice of weapon- 
wielding characters.” 


“| need to run away 


Appealed 

In his address to the media at this year’s Electronic 
Entertainment Expo, Douglas Lowenstein, president of 
the IDSA, commented on Judge Limbaugh’s ruling. He 
indicated that he was “confident” the IDSA would pre- 
vail on appeal. Struggling with the lack of respect given 
to video games, Lowenstein observed “the irony is that if 
you printed a screen shot of the desolate landscape por- 
trayed in Myst and put it in a gallery, it would almost 
surely be seen as art, yet it’s not viewed that way when 
it’s part of the game itself.” 

Help for the IDSA may be coming from an unlikely 
and accidental ally. Former professional wrestler and 
current governor of Minnesota Jesse Ventura is consider- 
ing a new campaign tactic: releasing video games tout- 
ing his achievements. Although details have yet to be 
finalized, the mere fact that it is being considered speaks 
volumes about just how much video games may have to 
say to you. e 
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_ Congress contemplates banning sale 
of violent games to minors 


_ by Robert de los Reyes, Esq. 


These days, being a gamer feels an awful lot like being trapped — 
in the beach scene of Apocalypse Now. You're being attacked | 
from all sides, and the only words of comfort or wisdom you 
can draw are Robert Duvall’s non sequitur, “someday, this 

war's going to end.” _ 

Someday. But not today. The latest mortar launched | Is fom _ 
the office of Rep. Joe Baca (D-CA). He is the key sponsor | 
behind a piece of proposed legislation entitled the “Protect 
Children from Video Game Sex and Violence Act of 2002 (H. R. 
4645).” If enacted into federal law, the bill would criminalize 
the sale or rental of violent or sexually graphic video games t 
minors. The bill is substantially identical to laws enacted i a 
Indianapolis, Indiana and in St. Louis County, Missouri. i 
Indianapolis law was declared unconstitutional by a U.S. Court 
of Appeals last year. The St. Louis law was recently upheld by 
a U.S. District Court and is soon to be on appeal. 

Baca’s bill would make it a crime to sell or rent to minors 
any game that contains, “the killing of human beings or 
human-like beings by the use of an object as a lethal weapon 
or hand-to-hand fighting” or “any other violent felony.” Also on 
the forbidden list are decapitation, dismemberment, mutilation, 
car jacking, illegal drug use, rape, prostitution, and assault and 
battery. In other words, Grand Theft Auto II! is definitely a no- 
go for sales to minors. 

As is all too often the case with our beleaguered pastime, 
the bill betrays a distinct lack of understanding about is : 
games and how they are played. The definition of “video _ 
game,” for example, is a muddle that seems to leave out 
portable gaming devices. : 

Such technical problems, however, are easily repaired Less : 
easy to fix are the constitutional defects. Accordin }to Lee 
Tien, a lawyer for the Electronic Frontier Foundati n, tl etl 
would be unconstitutional because it violates the First 
Amendment. “This bill simply declares certain content to be 
‘harmful’ and bans it in the medium of video games,” he says. 
Baca’s bill may also run afoul of a mustier constitutional issue: 
federalism. It is not at all clear that the federal government has 
the constitutional authority to enact this bill. The federal gov- 
ernment has the power to regulate interstate commerce, 
which certainly includes most Internet sales, but calling a local 
game rental “interstate commerce”, however, is a rather thin 
pretext for the bill's moralistic aims. 

Regardless, gamers can revel in some poetic justice. If the 
justifications recited in support of this bill are true, then the 
U.S. Army is mass corrupter of youth. Its new America’s Army 
computer game vividly and ably depicts the “killing of human 
beings . . . by the use of an object as a lethal weapon.” . 
Moreover, as Army spokesman Maj. Christopher Chambers 
noted in this magazine [“got tactics?” July 2002], “We're look- : 
ing to take kids from the barracks all the way to the battle- _ 
field.” Lucky for the Major, the bill only criminalizes the sal 
rental of such games, not giving them Aner’ for free 
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Actor, The Sum of All Fears 
“Right now I'm a beta tester 
for WarCraft II/, which is a 
pretty good game. I've played 
all the StarCraft and WarCraft 
games. Grand Theft Auto is 
pretty good. The game that 
just came out for the Sp/der- 
Man movie, that's good.” 


Versus Books, $19.99 


At first glance, this official guide seems too advanced, focusing 
on examples of sometimes cryptic scripts. In reality, it’s just 
what budding module designers need. Though the large blocks 
of example scripts jump out at you, a closer look reveals a 
pretty straightforward explanation of all the major interface 
elements of the Aurora toolset and simple instructions on 
using the tools to do some pretty complicated stuff, with a 
little dash of humor from author Casey Loe to keep it all from 


Lead Designer, 

Legend Entertainment 

“I'm currently playing 
Civilization Ill and Medal of 
Honor (yeah, |'m a little behind 
the curve, but we're in the 
final stages of finishing Unreal 
// so I'll probably take a long 
time to catch up). I'm looking 
forward to Unreal Tournament 
2003, Earth and Beyond, 
Warcraft Ill, and the next 
Command & Conquer.” 


President, Black Isle Studios 
“As always | play a pretty ran- 
dom group of games, but | fin- 
ished Medal of Honor a little 
while ago and am now playing 
Soldier of Fortune II for my 
first-person shooter fix. I’ve 
been rounding that out with 
Geneforge from Spider Web 
Software, Zeus with the 
Poseidon expansion pack, 
Dungeon Siege, Jak and 
Daxter, and Startopia." 


being so dry. If you want a basic walkthrough for creating a simple hack and slash 
dungeon crawl, this isn’t worth your money. If you want to make something a little more complex, 
this is a great reference for what the stuff on the Advanced Object Properties dialog box means. 
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Rockstar 
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LucasArts 
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Electronic Arts 
Rating 


Bethesda 
Rating 


Activision 
Rating 


Microsoft 
Rating 


Electronic Arts 
Rating 


Electronic Arts 
Rating 


11. The Sims Hot Date; 1 
Battlegrounds; 13. Rollert 
Tycoon; 15. The Sims Livin’ Lar 
Battlechest 17. Spider-Man The 
Expansion Set: Lord of Destruc 
) Park World; 20. Civilize 
- Source: NPD INTELEC 


LucasArts * Rating * * 


Your father’s reign has come to a dramatic end and your brother's deception has put your honor at stake. Seek the 
ultimate revenge and search for the truth in Prince of Qin. an Action RPG that blends fighting and strategic elements 
for an incredible voyage through ancient China and the historical Qin Dynasty. 
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the official 
expansion pack. 


Play a new 20 

mission campaign 
where your forces 
and equipment evolve 


from mission to mission. 


Enhanced graphics engine 
NEW 100km:’ island battlefield 


14 NEW single and multiplayer missions — 


GENIUS AT PLAY’ 
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Get Medieval! 


Medieval: Total War is not just for crusades anymore 


by Robert Mayer 


Australian Michael de Plater and UK-native Ian Roxburgh from The 
Creative Assembly don’t sound much alike, but they both share a 
nearly fanatical desire to show off their latest game. Creative 
Directory de Plater, though, keeps wanting to slow down and point 
out the details, while Marketing Manager Roxburgh speeds pell-mell 
through the tactical battles, trying to show off as many stunning 3D 
vistas as possible. It’s a running battle that has no clear winner. 

Then again, it all looks good, the details and the broad sweep of 
Medieval: Total War, Activision’s sequel to the EA published turn- 
based real-time hybrid strategy game Shogun: Total War that the was 
released a couple of years ago. 

As de Plater notes, building on the foundation of the first game 
simplified much of the new title’s basic development, but only to a 
point. “It’s the same engine, but there’s a lot just so much more of 
it,” he says, and getting everything sorted out in testing is proving to 
be a challenge. Setting the game to AI control and letting it play 
itself helps, but even more valuable is the time Activision has given 
them to polish and test. “With Shogun, we basically went from alpha 
to gold,” says de Plater. 
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Check out the scale of those siege engines. 


Europe in turmoil 
While the essential framework of this Total 
War title is similar to that of the first game, 
Medieval is much, much larger, more 
sophisticated, and more refined. Instead of 
just Japan, you get all of Europe, from 
Scotland and Ireland to Anatolia, from 
Scandinavia to Egypt. Each of the ten 
playable sides has its own leaders, units, 
technologies, and goals, and there are three 
different time periods you can choose for 
your campaigns, with corresponding effects 
on gameplay. Early on, the German side 
might have to send its Teutonic knights 
after the eastern pagans; in the late period, 
the focus might be the 100 Years War in 
France. And of course there are the 
Crusades, in various forms, ranging from 
campaigns in the Baltic region to the tradi- 
tional struggle for control of the Holy Land. 
You begin in control of a single nation, 
with its own selection of units, possible 
technological advances, and proclivities. 


| Sending in reinforcements. 


It’s your job to manage your domestic 
affairs, foreign relations, and military cam- 
paigns to extend your kingdom’s sway. 


and eastern Mediterranean rim, as well as in Spain. 
You might find pagans in Eastern Europe as well, in 
the earlier campaigns. The Pope is a non-player char- 
acter, but he can have a big effect on the game. If you 
repeatedly attack another Christian country without 
provocation, you could be excommunicated, with 
resulting problems for your reign. The Pope can also 
call for a Crusade to retake the Holy Land from the 
Muslims, asking warring states to put aside their dif- 
ferences to send armies to Palestine. 

Putting Bishops and Priests into regions where 
they’re respected is a good way to insure stability. 
The goal is to match the faith of rulers with the faith 
of the ruled; a pious leader of the same religion as the 
people he oversees will be much more effective and 
popular than one who practices a different faith or is 
impious. As the entire game takes place well before 
the Reformation, you at least don’t have to worry 
about schism within the Catholic community. 

On a more secular note, the proper use of and attention to religion 
will make controlling and exploiting areas much more effective. 
Religion will also make occupying enemy lands very challenging, if 


dd De Plater admits the team is fudging things a bit to Keep the 
game speed up; after all, actual medieval sieges were long, boring 
and nasty affairs. Here you'll still have to deal with the challenges 


of assaulting a castle, but you wont’ have to wait four months... FF 


Some of your generals getting fidgety? 
Marry off one of your daughters. Economy 
in the tank? Get the merchants busy with 
trading and bring in some gold. The 
Spanish nipping at your heals? Build up an 
army of heavy horsemen and teach them a 
lesson. You can create a navy for both 
commerce and war, too, though naval 
combat is fairly abstract. It’s necessary if 
you want to project power across the 
water, however. 

New for Medieval is a detailed system of 
subordinate characters, from heirs to the 
throne to minor battlefield leaders. Each is 
rated for his or her piety, acumen, loyalty, 
and combat ability, and you can use and 
influence them in many ways. Much of the 
time you'll have to rely on field generals to 
lead your armies, and making sure your 
best and most capable people are also your 
most loyal might require a fair bit of work. 


Church and state 

There’s also religion to consider, in several 
varieties. The dominant faith of Western 
Europe is Roman Catholicism, of course, 
but you also have the Orthodox Church in 
Byzantium and Islam along the southern 


you are of a radically differ- 
ent faith. Crusaders holding 
lands in the Middle East 
will have a tough time, as 
will Saracens or the 
Mongols raiding into 
Christian Europe. Unlike in 
Shogun, religion wont affect 
technology per se; in the 
previous game, conversion 
to Christianity was the price 
you paid for firearms, but 
here each side’s tech tree 
will determine your possi- 
ble upgrades. 


To arms! 

For many players, the high- 
light of Medieval will be the 
3D real-time battles, and 
here the improvements over 
the original game in the series are more subtle but potentially just as 
significant. One major difference is the role of castles. In Shogun, fortifi- 
cations played a modest role in the campaign, and posed only moderate 
obstacles to field armies. Now, you can’t afford to take them for granted. 
Towering piles of stone dot the landscape from Mercia to Mesopotamia, 
changing in style to reflect the local culture but always posing signifi- 
cant tactical challenges. 


Guess who's coming to dinner? 
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To deal with castles, you now have 
an assortment of siege weaponry, 
ranging from trebuchets to mangonels 
to gunpowder weapons like demi-cul- 
verins and serpentines. While some of 
these also have anti-personnel uses, 
their prime goal is pounding away at 
the walls, opening breaches for your 
assault troops. De Plater admits the 
team is fudging things a bit to keep 
the game speed up; after all, actual 
medieval sieges were long, boring and 
nasty affairs. Here you’ll still have to 
deal with the challenges of assaulting 
a castle, but you wont’ have to wait 
four months and you most likely will 
not get dysentery, either. 

Otherwise, command and control of 
your troops is similar to before, with a 
well-honed system of formation and 
group commands. One major differ- 
ence is that each region on the strate- 
gic map now has multiple tactical bat- 
tlefields associated with it, and which 
one you fight on is determined partly 
at random, partly by the terrain 
between the area you move from and 
the area you move into. Cross the 
alps, and expect a mountain battle; 
meander through a forest, and it’s a 
fight in the woods. This variety 
should keep the campaigns from 
becoming stereotyped, and gives the 


game an opportunity to show of more of its 
very attractive rural vistas. Weather, 
including impressive sandstorms, will also 
grace the fields of honor. 

The only thing not in the game is strate- 
gic multiplayer; de Plater feels that the tac- 
tical battles are “at least half the game,” 
and melding a turn-based campaign, real- 
time battles, and multiple human players 
would inevitably short-change the real-time 
fighting. Besides, he says, when he looked 
at other turn-based strategy games that 
have multiplayer options, he found virtual- 
ly no one playing them. 

Still, there’ll be plenty for fans of both 
solo and multiplayer conquest when 
Medieval storms the ramparts of retail this 
fall. It’s a big game, and one that seems bet- 
ter in every respect than its predecessor. All 
that remains now is to see how polished 
and balanced the game is when it debuts. 
Like the English at Crecy, though, things 
are definitely looking rather promising. e 


[top] Marching in formation with banners unfurled. 
>>> [middle] Charge! >>> [bottom] Full-scale 


battles are one of the game’s greatest assets. 
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[left] The thumbnail map in the lower right gives 
a good indication of global positioning. >>> 


[below] Laser weapon, catapult, laser weapon, 
catapult... which will you choose? 


ships and fighters, planetary defenses, 
wooden siege engines like scorpions, riot 
police, Zero fighters and Dauntless dive- 
bombers, and more, including the 


Atta ck Of th ee C U be rn a) ‘@ S Cyberninja, a saboteur who uses a “logic 


bomb” to temporarily shut down enemy 
Empire Earth learns The Art of Conquest buildings. About half the new units are for 


the single-player campaigns, and about 
half are reserved for multiplayer or skir- 


by Robert Mayer 


With about 1.2 million units sold to con- mish battles. 

sumers, Stainless Steel Studios’ Empire The space epoch follows the original 
Earth has to rank as a success, even if the game’s nanotech epoch, and Davis says 
game has sold better in Germany than in Mad Doc is making sure space combat 

the United States. It’s wildly popular in isn’t just like naval warfare on a black, 
Korea, too, according to Sierra spokesper- rather than blue, backdrop. He says 

son Adam Kahn, and The Art of Conquest is they’re adding a new physics system so 

in part an effort to give something back to space ships will act like, well, space ships, 
the Asian fans. Developed by Mad Doc and give the appearance at least of moving 
Software, the expansion adds three new in three dimensions. All in all, it’s as pure 
single-player campaigns, a new epoch, and an expansion as you could want, with no 
36 new units, as well as new terrain and new rules, lots of new units, and a few 
ambient graphics. One of those three cam- new campaigns. Expect the epoch to begin 
paigns features generic Asia Pacific cul- in October. @ 


tures, and two of the new fixed civiliza- 
tions for multiplayer games are specifically 
Japanese and Korean. necklaces. 
Ken Davis, 
whose business 
eg nen il card lists him as Mad Doc’s “Associate 
behind us. Producer & King,” characterizes the 
volleyed and expansion as “more stuff,” and that 
asialaiati seems accurate enough. In addition to 
the futuristic Asia Pacific campaign, 
which gets you to the space age and 
Mars colonies, you get a World War Two 
Pacific campaign stretching from Midway 
to Iwo Jima, and one set in the late 
Roman republic, where you replicate 
Caesar’s conquest of Gaul and the ensu- 
ing civil war. There are legionaires, 
ICBMs and ABMs, various sorts of space 


Swords and shields vs. spears and gold 
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F-4 Phantom II was one of the most successful and 
widely-recognized jet combat aircraft of the last half of 
the 20" century, yet there are few sims that give you the 
chance to sit in its cockpit. Veteran sim designer 
Tsuyoshi Kawahito and Third Wire Productions, though, 
are about to let you do just that. Strike Fighters—Project 
One, a game built on the premise that third-party mods 
are the lifeblood of a good sim. 

Kawahito is a veteran of the excellent Longbow series, 


Strike Fighters’ 1960s theme 
by Robert Mayer 


and knows his way around 
flight sims, so there’s every 
reason to expect a solid prod- 
uct. The game has a clean, 
attractive look that’s fully 
DirectX 8.1 enabled, with high- 
polygon aircraft and the full 


spectrum of graphic bells and 

whistles. The real draw though is the aircraft and the 
era. Though the included campaign is hypothetical, the 
flyable planes are vintage 1960s stalwarts: the F-100 
Super Sabre, the F-104 Starfighter, and the A-4 Skyhawk. 
The bad guys fly MiG-17, MiG-19, and MiG-21 fighters, 
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and there is a nice selection of bombers and support craft 
for both sides, including the B-57 Canberra, Su-7 Fitter, 
and Tu-22 Blinder among others. 

In the campaign you'll start with a F-100 and work 
your way up to a F-4. In the beginning, the air combat 
world is dominated by guns, but as time goes on IR and 
radar homing missiles debut, and by the end you’ll be 
duking it out with Fishbeds and dodging Guidelines. 
While the game won’t include any of the real conflicts of 
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| | [clockwise from above left] 

| | Boom goes a Beagle. 

| >>> An F-4 Phantom on 
| the prowl. >>> The F-100 
| swoops in for a look at 

| those T-55 tanks. 


the era, Kawahito says 
mod makers are 
already taking advan- 
tage of the game’s 
deliberately open 
architecture to make 
many different air- 
craft, including the 
Mirage III and the 
Douglas A-1D 
Skyraider. Middle East and Vietnam mods are almost cer- 
tain to happen, making Strike Fighters perhaps the most 
interesting sim to come along in quite some time. Look 
for it this summer. @ 
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Cnleash the wrath of the gods 


Enter a world where legends are real and the will of the gods decides the fate of mortal man. Build majestic temples, 
farm the fertile valleys, and seek out wealth in distant realms. Join brave heroes in the greatest battles of mythology, 
from the walls of Troy to the gates of the Underworld. Summon mighty minotaurs to smash enemy citadels, 
or call down fire from the skies. The choice is yours. 
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The Return of 
You-Know-Who 


EA promises a bigger, better Hogwart’s in 
Harry Potter and the Chamber of Secrets 


by Ron Dulin 


The characters are visually modeled 
on their cinematic counterparts. 


J.K. Rowling’s Harry Potter books have 
bridged the age gap and become an inter- 
generational phenomenon, so it was dis- 
appointing that the first game based on 
the series, Harry Potter and the Sorcerer’s 
Stone, was so obviously designed for kids 
and kids alone. It’s a 
problem that Electronic 
Arts hopes to remedy 
with Harry Potter and 
the Chamber of Secrets. 
According to product 
manager David Lee, 
the development teams 
(simultaneously devel- 
oping the next Potter 
game for seven differ- 
ent platforms) are unit- 
ed under the motto 
“playable by all, fun 
for all.” 

Chamber of Secrets 
will faithfully follow 
the story of the second 
book, beginning with 
Harry’s unfortunate 
encounter with a whomping willow and 
continuing through his treacherous sec- 
ond year at Hogwart’s Academy. The 
story has the potential for a good game— 
Harry must find out why his fellow stu- 
dents are being turned to stone, earn 
house points for Gryffindor, and unravel 
the mystery of the titular chamber and it’s 
possible connection to Voldemort, the ter- 
rible wizard known by most as “You- 
Know-Who.” 

Like its predecessor, Chamber of 
Secrets will be a traditional action-adven- 
ture game. You'll control Harry from a 
third person view, jumping, running, and 
using spells to solve puzzles and tem- 
porarily disable enemies. The spells are 
all context-sensitive, and when you aim 
the cursor at an object that requires your 
attention, the right spell for the job will 
automatically be selected. This automat- 
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ed system may seem to contradict the promise of a deeper game, but 
even with this aid there should be plenty of puzzles to solve. 

You acquire new spells by attending classes, and with each new 
spell comes a challenge that helps you to learn to use it. These chal- 
lenges require you to wind your way through mazes, find hidden pas- 
sageways, and uncover secret hordes of Bernie Bott’s Every-Flavored 
Beans. Harry will be joined by most of the popular characters, from 
his cohorts Ron, Hagrid, and Hermoine, to the more sinister figures 
like Draco Malfoy, Dobby the house elf, and the giant spider Aragog. 

The primary goal is to explore the secrets of the academy. To this 
end, the academy itself has been expanded and improved. “It’s more 
gothic,” explains Lee. Technical improvements include more dynamic 
lighting effects, and the halls are full of series standards such as por- 
traits and moving stairways. If exploring the grounds and saving your 
petrified classmates isn’t enough, you’ll also need to visit Diagon Alley 
and the Forbidden Forest. And there will be optional side-games, 
including league Quidditch games and wizard duels. 

Will the additions be enough to appeal to the mature Potter fan? 
Electronic Arts has seven different versions of the game, all scheduled 
for release on November 15, all riding on an affirmative answer. With 
the second film scheduled for release on the same day, it’s sure to be a 
busy time for Harry Potter’s millions of fans. e 


[right] Series regulars 
such as Ron and 
Hermoine will be on 
hand to help Harry. 
>>> [below] The plot 
will closely follow the 
book, beginning with 
Harry's alternate 
means of transporta- 
tion to the academy. 
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center satellite for in-your-face action, 
four electronically contoured surround 
satellites, and a powerful wood subwoofer. 
And, with the inherent ability to upmix 
four-channel audio to 5.1, and create 
6-discrete channels when combined with 
a Sound Blaster® 5.1 sound card, it’s no 
wonder Creative Inspire” 5.1 5300 is the 
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CREATIVE 


Like many other monumental undertakings that bring different peo- 
ple together—marriages, missile treaties, certain murders, and most 
motion picture remakes—online role-playing games are projects that 
often seem like a better idea than they really are. Too often, games 
that initially promise to be fresh communal experiences devolve into 
admittedly addictive, but expensive and grief-laden, exercises in sys- 
tem loopholes, bad planning, and game mechanics gone wrong. 
Westwood Studios recently invited a group of gaming press to size up 
its forthcoming multiplayer opus Earth and Beyond...and to reassure 
us that the game’s (cyber-)space program is still showing green lights 
across the board. 

Set in our own galaxy a century after a debilitating intragalactic 
war, fought over hyperspatial jump-gates forged by a forgotten alien 
race, Earth and Beyond is online science fiction that puts three splin- 
ters of the same spacefaring race into an epic struggle for knowledge, 
wealth, power, and the peculiar surprises only an organic gaming 
world can provide. The three cosmic players in this “StaRPG” are The 


Earth and Beyond—who did the what, now? 
by Chris Hudak 


Terrans (your garden-variety Earthers), the Progen (the Martian- 
colonist offshoot of Earther Humanity) and the Jenquai (Jovian scien- 
tist-explorers). You might liken the skill/attribute scheme to a triangle, 
the corners of which represent extreme skill in the areas of Trade, 
Combat and Exploration. You can place your character/ship precisely 
at the pinnacle of one skill, accepting that they will sorely lack in the 
other two areas. Hence, Terran traders excelling at Mining and 
Befriending skills will do well to make some friends in the Progen 
combat corps with their heavy firepower, the Jenquai science guilds 
with their excellent sensors and exotic technologies such as Cloak or 
Fold Space, or both. 

While employing the expected skill/leveling-up mechanics one 
might expect from a role-playing game, Earth and Beyond is largely 
ship-based. Player spacecraft, enemies, monsters, floating space junk 
and even the background “terrain” of celestial bodies all have bright, 
detailed graphics, with exotic, spindly ship designs courtesy of 
Academy-Award-winning design director Doug Chiang, of Star Wars 
Episode I/II fame. 

Since much of the gameplay centers on ships, space engagements 
are visually dazzling, with tracers of light streaming from the wingtips 
of starships. If you played the acclaimed space strategy game 
Homeworld, you should find the eye-candy familiar, though the simi- 
larity ends there, as combat is much more personal and arcade-like. 


Of course, you can visually modify your ships and characters with 
custom paint jobs, although at this stage, the body modifications avail- 
able for the actual bipedal characters themselves are still rather limit- 
ed. However, the rest of the game is anything but. Among Earth and 
[from top] Wandering Space Monsters: Ubiquitous NPC nuisance...or useful (if | 
mindless) tools? >>> Modify your character's clothing, eyes, ears, gear and 
body type. >>> Just imagine what the mean enemies look like. 
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Beyond’s more recently announced features are a logged-chat sys- 
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“Bridge System” view that allows you to see your character and 
ship’s cockpit rather than the standard follow-cam starship view. 
“On starbases, character avatars have a lot of options open to 
them—manufacture, analyze, repair, product assembly, refining 
raw materials, interacting with merchants,” says Executive 
Producer Craig Alexander. “I’m sure after we get enough people in 
the game there will probably be big trade centers for people who 
want to have various types of items, and information terminals. 
We’re going to have an embedded browser in the game, able to 
bring up pre-defined ‘web content,’ either for guilds or sector infor- 
mation...but you guys aren’t supposed to know that. Yet.” 


When allis said, but not done 

A chief concern, and something that’s still a mys- 
tery at this point, is the ever-thorny issue of just 
how to handle player-versus-player combat in a 
player-versus-environment world. That particular 
philosophical jalopy is still in the shop, mechanical- 
ly speaking. A number of items are still up in the 
air, so to speak. 

“Honestly, at this point we thought we’d be fea- 
ture complete, but we’ve received so much great 
feedback and so many good suggestions from the 
testers that we felt they really needed to go in,” says 
Senior Producer Eric Wang. “The enhanced starbase 
interiors are a good example. The testers wanted to 
make starbases a fun meeting place for their avatars, 
but the interiors really lacked the functionality for 
that. So we’ve added new rooms that allow for more 
interaction between the players. In addition, we’ve 
added the ability for players to move into formations 
while in groups, which gives the entire group 
bonuses such as added speed, faster reactor regener- 
ation, and better combat ability.” 


You can see from these various scenes of car- 
nage that Earth & Beyond sports some seriously 
good graphics. The ship designs are courtesy of 


Academy Award-winniner Doug Chiang, who 
worked on the last two Star Wars movies. 


Combining a dynamic cosmos, a brutally focused 
skill/attribute system, attention to the failures of previ- 
ous online games and, of course, the promise of active 
role-playing by thousands of expected gamers (as well 
as online game masters, flying around the virtual cos- 
mos to spread drama, inspiration, confusion, panic, 
etcetera), Earth and Beyond shows a lot of promise, a 
lot of style, and a lot of vision. e 
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. high on my list of games 
I can't wait to play." 


~ GameSpy 


What if World War I still raged on? 


All you have ever known is a crazed 
humanity where days are filled with the 
madness of trench warfare, where soldiers 
rush out of their muddy holes, over 
barbed wire and straight into a barrage of 
enemy machine gun-fire. 


Now you have been assigned to a mission 
that could end the eternal war and bring 
peace to the world. 
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Ave, Caesar! 


Conquer the Gauls with 
Spanish style 
by Robert Mayer 


With the eye on history that seems inbred in 
Europeans, developer Pyro Studios is folding in the 
span of Julius Caesar’s career, from Egypt to Gaul to 
Italy itself, with the accompanying changes in time, 
technology, and territory in Praetorians. You’ll even 
get a shot at commanding the Gauls and Egyptians as 
well as your trusty legionaries, and each army is sup- 
posed to behave quite differently. 

The differences between armies are crucial to the 
game’s hook. You recruit armies in groups, not as 
individual men, and each unit can adopt various for- 
mations. Unlike most real-time strategy games, 
though, the formations in Praetorians are supposed 
to mean more than just “archers in the back, swords- 
men up front.” You can, for instance, order a cohort 
of Romans to form a “turtle,” with their large rectan- 
gular shields held high converting the unit into a 
slow-moving juggernaut virtually immune to missile 
weapons. As the Gauls, you’ll have scouts with 
wolves and hawks, and you can use these creatures 


[above] Siegecraft plays a role in some battles. >>> [right] 
Tell Caesar we ain't crossing that river until he gives us 
some boats. 
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The way these barbarians fight is just Gaul-ling. 


to scout the map and discover the enemy. 

Terrain and units both are 3D, and the look is attractive, as you would 
expect from a team that delivered the exquisitely detailed Commandos 2. Your 
20+ single-player missions focus on battlefield command; there is no base 
building or resource gathering except in multiplayer skirmishes. You’ll be able 
to hide armies in forests, duplicating such Roman disasters as the 
Teutoberger Wald perhaps, and you can look forward to scenarios 
roughly paralleling historical events like Caesar’s epic clash with 
Vercingetorix at Alesia. Will this be enough to set Praetorians apart 
from the rest of the historical strategy crowd? The die is cast this 
fall, when this title crosses the Rubicon of retail shelves. e 
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New animations will ensure that Madden is the best-looking foot- 
ball game around. Al improvements will hopefully make the 
single-player game more challenging. >>> NASCAR Thunder 
will ship with over 100 authentic car skins, and you can even 
design your own. >>> Teeing up with Tiger 


This Year's Models 


EA Sports brings back two famous champs 


and a promising contender 
by Ron Dulin 


It’s not surprising that Madden NFL and Tiger Woods 
PGA Tour will both be seeing new editions this year. It’s 
even less surprising that those editions will include most- 
ly incremental additions and upgrades. But racing fans 
will be pleased to learn that EA Sports is also bringing 
its previously console-only racing sim to 
the PC with NASCAR Thunder 2003. 
i 
Madden NFL 2003 91 RAE JB. 
The old war-horse of football 
games returns, with some 
improvements to the single- 
player and online games. 
Those hoping for improved 
AI will be pleased to know 
that EA is promising that it 
has improved the passing 
game. Also new is a training 
mode in which you take the 
Madden bus around to different cities 
and compete in challenges to hone your 
passing and blocking skills. 

Madden will be the showcase for EA Sports’ new per- 
sistent online component. You’ll create an avatar that 
earns reputation points based on the number of games 
you’ve played and won. EA will support online leagues 
with message boards and logos, and you can compete 
against others in the mini-camp challenges or regular 
games. There are also minor but welcome improvements 
to the online game mechanics, including the ability to 
shorten quarters for quicker games, and a timed pause 
menu to prevent the pause and quit tactic of losing with- 
out repercussions. 

If nothing else, it should continue to be the best-look- 
ing football game around. New animations and moves 
will make both the offensive and defensive game more 
interesting, as will the inclusion of the Houston Texans 
expansion team. 


Madden will be available in late August. 


NASCAR Thunder 2003 

Though it was never released for the PC, NASCAR Thunder 
2002 earned high praise on the PlayStation 2. The 2003 
edition will not only be coming to the PC, but it will fea- 
ture a more robust engine to make for a more realistic sim- 
ulation of America’s favorite sport. The important features 
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are all in the numbers. Dy . % 
NASCAR Thunder 2003 will include ‘3% ra? 
more than 60 real drivers, 125 car : 
skins, and 49 different ways to tweak 
your car’s performance. Non-gearheads 
won't have to worry, though, as the game will 
also support arcade-style racing with plenty of 
assists to keep you on the track and ahead of the pack. 

To keep things interesting, most of the assets are entire- 
ly customizable, and you'll easily be able to create and 
import your own skins, cars, and drivers, and be able to 
play against up to 12 opponents online or via LAN. Mo’ 
speed in September. 


Tiger Woods PGA Tour 2003 
Most of the improvements to Tiger Woods will be aesthetic. 
You’ll have more realistic fairways with reflective water, 
real-time shadows, and individual blades of grass in the 
rough. The game will ship with 12 courses, and you’ll be 
able to create your own with the included course architect. 
Tiger Woods PGA Tour 2003 will be in stores in 
November, and will include all of the persistent multi- 
player features of Madden, though EA has yet to decide 
if the avatars will carry their reputations from one game 
to the next. e 
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Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 


IMMERSE YOURSELF into one of the most 
realistic 3D environments with maps drawn from the actual 
terrain of Normandy. Command American or German troops with 
60 different squad types through dozens of historical and 
hypothetical scenarios beginning at D-Day or create your own 
with the mission editor. Outfit your individual soldiers with 
painstakingly modeled weapons such as the MP-40 or the 
Thompson, or shell your opponent with tanks and artillery, 
including the Jumbo Sherman, the Mark V Panther, or the 
dreaded German 88. 
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reserved. All other trademarks and copyrights are properties of their 
respective owners. 


0 0c C Kp ia <' a of 


Get into the 


o:,, kK and destre 


tie 
as ¢ 


| a oe Py ee ae 
a ‘SB al , yo EE Y To Vatat fav a | 
pe Is) a. multi-faceted 
A ae a are 


sim eaturing so some of the most ver rsatile i 


~ Ofiall time oy A eluding he rad f antom| TL 


Fie 
Se 


ieee i te! 
cd a 7 4 ef 


P¢ 
‘ 
aE. on 
. ka aa) 
A, Pee elie etl 
Ly 


Blood cdratmiag, G-oulling cogiignts, 
 Mxegadsgatlon 30 graonics aagina, 
rom ISuUYOSAL Aawanito, tna [dad 
LISNIE OF NUMICOUS avearel winning 
night Sims; 

AG Settings: 

High! Tying a action’ Over the 
Miggdipwasternsands. 
Gamoalgn rin fandom scenario 
jenenaloMmoniul neplavapility: 

WOO THeNGIV: 


WWWISTRATEG YE COMO > WWW. ETEHEIRDWIREL COM 


©2002 Strategy First Inc. All rights reserved. Strike Fighters Project 1 is a trademark of Third Wire 9%) ‘ > es 
Productions. All ewaee reserved. All other trademarks and copyrights are the properties of their 
igepective owners. 


Violence 


46 


PREVIEWS > 


Resurrecting a Classic 


LTTTTTTTTT 


[left to right] Nico sees a bit too much. 


>>> George Stobbart checks his pouch. 


Broken Sword: The Smoking Mirror aspires to entertain today’s gamer 


by Cindy Yans 


Charles Cecil of Revolution Software is a man 
with a vision. In 1995, he appeared at Virgin 
Interactive with a little gem he called Circle of 
Blood. The U.S. is the only venue that used this 
name, but elsewhere in the world it was known 
as Les Chevaliers de Baphomet, Le Secret du 
Templiers, Baphomets Fluch, or most popularly, 
Broken Sword: The Shadow of the Templars. At 
that time, we wrote “Circle of Blood won universal 
praise for its beautiful cel animation, outstanding 
soundtrack, and its involving non-linear plot.” 
This game and its sequel, Broken Sword, The 
Smoking Mirror, brought all of the intensity, 
intrigue, and emotional involvement that arise 
from the integration of a well-told story with all of 
the other facets of interactive entertainment. Not 
only that, they sold over a million units apiece. 

Cecil indicates that the public’s constant 
requests to create another sequel have been 
ignored until now, since the technology has not 
been available to deliver a full 3D game with 
visuals the equal of the originals. Now he is once 
again on the prowl with an all new game, Broken 
Sword: The Sleeping Dragon, to appear on five 
platforms (PC, PS2, GBA, Xbox, and GameCube) 
in mid-2003. 

The “American in Paris,” boyish and lovable 
George Stobbard from the first two games will 
take center stage again in this one, accompanied 
by his old sidekick, Nico Collard, smart and stun- 
ning, and of reasonably normal proportions. 
They work their way through the story, a dark 
crime thriller with the look and feel of a 
Hollywood action film as they seek to discover 
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the identity of an enigmatic enemy who is based on modern-day myth. They’ll 
travel through Europe trying to track down Bruno Ostvald, the only man who 
really understands what the two of them are facing. It turns out that Ostvald 
has been kidnapped by Susarro, who just happens to be the enigmatic villain of 
note. They track him down to an old castle close to Prague in the Czech repub- 
lic, and stroll directly through the front door, completely unimpeded. Well, no. 
But to say more about the plot itself would be a disservice at this point. Suffice 
it to say that Revolution’s choice of writers has always been top-notch, and it’s 
likely that this will be another engaging and intriguing storyline. 

The gameplay will include elements of detective work, exploration and 
stealth, and “action events.” Old time hard-core adventurers will most likely not 
find the action to be beyond their meager twitch capabilities, though. And don’t 
dare to call it “combat.” There are, after all, action scenes in the first two games. 
They’re looking at those types of scenes as the inspiration for the action ele- 
ments in this game. They are actually pre-scripted animations during cut-scenes, 
which you can control via an icon map. And as for navigation, the designers are 
considering resurrecting the map from the first Broken Sword for easy access to 
visited places. Since the game is cross-platform from the get-go, manipulating 
objects, interacting with the environments, having conversations, and so on, as 
well as the full range of moves expected in a 3D environment—jumping, climb- 
ing, shimmying, fighting—will employ an extremely simple interface. 

Proprietary real-time ray tracing technology will introduce a new visual style 
with a free-roaming camera, and the script and voice acting are choreographed 
by Revolution’s proprietary Virtual Actor Engine. While not completely lip- 
synched, the game will utilize various facial expressions to convey mood and 
attitude. And mood and attitude is what it’s always been about with George and 
Nico, and this time is no exception. Their interaction is central to the story and 
to the gameplay. 

With the added glitz to which some people are unalterably addicted, in addi- 
tion to the proven storytelling expertise of Revolution’s writers, the old adven- 
ture fans who have become used to praising whatever vapid stuff has been 
spoon fed to them recently may be bowled over when they witness the renais- 
sance of a genre. And the newbies? “They ain’t seen nothin’ yet.” e 


The canalis a bit dry for a New Year's celebration. 


Emperor brings multiplayer action to Impressions 


Strategy games 
by Robert Mayer 


Impressions’ city-building games, beginning with the venerable Caesar series 
and culminating most recently with Zeus, Pharaoh and Cleopatra, have covered 
the Mediterranean world pretty thoroughly by now. No surprise, then, that the 
latest version is leaping across the globe to land in China, about as far from the 
Greek Gods, Roman baths, and Pharaonic pyramids as you can get without 
leaving the planet. Emperor, being developed by Breakaway Games for Sierra 
and Impressions, covers about 3400 years of Chinese history, from the Bronze 
Age circa 2200 BCE, to the Iron Age and beyond, about 1200 CE. 

New for’ Emperor are Chinese commodities and crops, buildings and archi- 
tecture, and an enhanced combat system. Producer Jon Payne says, “Combat is 
the one area we’ve been working to bring up to the level of the rest of the 
game,” acknowledging that many gamers considered fighting the are most need 
of improvement in Impressions’ city-builders. Most importantly, though, you’ll 
finally get to tackle the challenges of city building with up to seven other play- 
ers, human or AI, using Sierra’s new lobby system and matchmaking interface. 
Enhanced diplomacy and trade will figure prominently in multiplayer games, 
and Payne hopes that this will be the game that gets hard-core strategy players 
online for the first time. 

Also giving Emperor a leg up is its setting. It’s colorful, and the game uses 
more graphic detail than Zeus, according to Payne. Asian touches abound; 
there’s even a Feng Shui rating for each city. Every structure is associated with 
a Feng Shui element—earth, fire, water, air, wood—and you need to make sure 
that you build on ground that is in harmony with the structure, lest disharmo- 
nious vibes detract from your city’s efficiency. There’s also a version of the 
Chinese Zodiac in play. You choose your year sign, like Pig, Snake, or 
Monkey, and when your year comes up in the game you’ll get a bonus of some 
sort; Payne calls this the “Zodiac lottery.” The auguries say the game should be 
out this September. 
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Live the life of a WWII prisoner Outsmart your cutthroat captors to Infiltrate German soldiers’ quarters 
of war, interacting with over gather vital information and discover to steal military secrets, uniforms 
30 Al. comrades and enemies. flaws in camp security. and other tools of escape. _ 


WING COMMANDER JAMES: TEMPLE#SMITASON 
paninie Stee oe A diidition tn the mas 


CODEMASTERS.COM 


Codemasters’, a . be | Mild Violence 


» CONTENT RATED BY 


served. ‘Codemasters is a registered trademark owned by Codemasters. “Prisoner of War™ and "GENIUS AT PLAY™ are trademarks al Codemasters. 
Marks aret Operty of their respective owners and are used under license. Microsoft, Xbox and the Xbox tages are either tegistered trademarks or trade- 
license fra Tsoi. All rights reserved. The ratings icon ts a registered trademark of the Interactive Digital Software Association. All other trademarks 


IMPERSONATING AN OFFICER WILL LAND YOU IN PRISON. 


Oe ad 
a—_— 


Achieve liberty in many ways—sahotage 
equipment, barter with inmates, 
conduct espionage and more. 


Escape to freedom to continue your 
mission, hut heware—failure coula 
change the outcome of the war. 


Impersonate a prison guard 
to access off-limits areas of camp 
and communicate with Allies. 
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Welcome to Mogadishu, Delta Force style. 


n the eyes of most Americans, the entire eighteen-month commit- 
ment of US forces in Somalia boils down to one dramatic opera- 
tion in October 1993. That battle, immortalized in Mark Bowden’s 
book and Ridley Scott’s film Black Hawk Down, started with a 
raid to capture high-ranking Somali clan leaders and ended with 
a series of pitched battles that left eighteen Americans and untold 
Somalis dead. 

There was more though, much more. Raids on arms depots in croc- 
odile-infested swamps. Nighttime assaults on clandestine radio sta- 
tions. A whole series of deadly, dangerous actions that no one heard 
about then and which few know of today. These, along with the 
October battle in Mogadishu, are the subjects of NovaLogic’s upcom- 
ing Delta Force tactical shooter Black Hawk Down. To both the com- 
pany and its special ops, veteran, subject-matter experts, the game 
has two main goals: to entertain, and to educate. Once and for all, 
they want people to know that whatever the generals and politicians 
in Washington decided in the end, on the ground the men and 
women of the US armed forces did their job with pride, competence, 
and distinction. 


It’s not an easy task. The war in Somalia, which began as an inter- 
vention to end famine and insure the distribution of food, ended up 
a deadly cat and mouse game pitting the US-led United Nations 
forces against a group of local warlords, ostensibly led by 
Mohammed Farrah Aidid. It wasn’t a popular conflict back home, 


or with the Clinton administration, which increas- 
ingly found itself mired in Somali fly paper. 
Coming so soon after the triumph of Desert Storm, 
Operation Restore Hope offered little glory and less 
prospect of strategic success. It was one of the 
“dirty little wars of peace” that characterized the 
New World Order. 

For US forces on the ground though, it was a lot 
more significant. When the large and heavily 
armed Marine contingent left, replaced by a less 
imposing United Nations presence, the comparative 
calm that had marked day to day life around the 
Somali capital began to unravel. That’s when 
NovaLogic’s game kicks off, as it focuses on the 
actions of small American Special Forces units 
rather than full-scale battles. Right away the tacti- 
cal situation in Somalia caused problems for the 
design team. Producer Wes Eckhart singles out one 
problem that earlier Delta Force games haven’t had 
to deal with. “The military guys in our other 
games were clearly wearing military garb, and the 
civilians were clearly dressed differently; that’s not 
so much the case here in Somalia. Everybody is 
pretty much wearing street gear,” he says. “You 
need to identify who the good guys are, who the 
bad guys are.” 
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You ll run into your fellow soldiers on most missions. 


"ke over biaying 
» games with history 
Black Hawk Down the game is proving just as controversial as the NovaLogic’s response comes in the form of two former Special 
actual events. Mark Bowden, the author of the best-selling book, is Forces soldiers who are one-hundred percent behind the Black Hawk 


skeptical of the appropriateness of a first-person shooter on the battle. Down game, Ray Gentry and Lee Van Arsdale. Arsdale, a veteran of 25 
“| feel that making a game out of the Battle of Mogadishu is simply in years in the Army was in Mogadishu that October day, and he wants... 
bad taste,” he says. “The wounds from that battle are this game to succeed. “One reason | agreed to do this 
still relatively fresh.” Bowden knows most of the families a was to help pay a tribute to these men and help set the 
of those killed in action, and doesn't want to be associat- record straight,” he says. 
ed with “the effort to capitalize on the event as a video The soft-spoken veteran has nothing but scorn for the 
game.” He declined to work with NovaLogic on the pro- pundits that labeled Task Force Ranger's mission a fail- 
ject. ‘| think it trivializes the courage and sacrifice of ure, saying that their job was to go police up two bad 
those men.” guys. “We did that, along with 22 of their bodyguards, 
Likewise, Robert Thomspon, Professor of Media and and we got them back where we wanted.” The soldiers ig 
Popular Culture at Syracuse University, finds the sub- on the ground can't be held responsible for policy deci- ’ : 
ject inappropriate, even “creepy.” “The temporal dis- sion taken thousands of miles away, but in Somalia they 
tance that often makes it okay to turn a disaster into a A STORY OF MODERN WAR did their job. As for casualties, Arsdale is pragmatic. “If \ 


game has not yet been achieved,” he says. The game's your sole calculus for success or failure on a combat \ 
relationship to the real Somalia operation “is about as close as that operation is whether or not people are killed, then what do youmake = 
of Mario to the daily work of a real plumber.” of the Normandy invasion, or all of World War II for that matter?” ; 
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CITY OF DESPAIR 


Mogadishu, where many of the game’s twenty or so solo missions are 
set, is teeming with people, and while Black Hawk Down won't give 
you whole crowds of civilians to wade through, there will be non- 
combatants. “We do want to communicate to the player that not 
everybody in Somalia is a bad guy,” Eckhart says. “There are people 
that you can’t shoot at.” Some missions will have failure conditions 
triggered by excessive civilian casualties. 

The problem is made worse by the fact that virtually all of the 
inhabitants of the city are African. Eckhart is conscious of the sensi- 
tivity of this issue. “It’s the nature of where you are,” he says, admit- 
ting he’s a bit worried about how people will react to a game where 
everyone you shoot is dark-skinned. 

Mogadishu is also a very dirty city, a pale shadow of the capital of 
Italian Somaliland it once was, and the civilian presence makes itself 
felt in the look and the very geometry of the metropolis. When veter- 
ans of operations in Somalia first saw the game, Eckhart says, they 
were ambivalent. “It looks sort of like Mogadishu,” they said, but 
much too clean. 

“It’s the bottom of the heap of the Third World,” says former 
Special Forces soldier and Mogadishu veteran Lee Van Arsdale of the 
city. Consequently, the art team has spared no effort in coming up 
with appropriately grimy and rust-streaked textures for the numerous 
tin-roofed shanties that dominate the city. 

They’ve also had to fill in the open squares and plazas the level 
builders originally designed. Maybe one day long ago there were open 
piazzas in Mogadishu, but no longer. According to people who were 
there any time there was an open space inside Mogadishu, they just 
filled it with shanties, and so the game usually has you maneuvering 
with your stack of commandos through the twisty alleys and lanes 
through these piles of building materials the Somalis call homes. During 
the daytime, it’s harrowing enough, with civilians and gunmen dressed 
alike and every corner and cul de sac a potential death trap. At night, it’s 
surreally ominous. Though the bad guys tend to congregate around easi- 
ly spotted flaming oil drums, and your night vision goggles give you a 
serious edge, it’s all too easy to stumble on an assault rifle-wielding mili- 
tiaman in the dark. Eckhart wants to add in the constant hum of the gen- 
erators that were Mogadishu’s only real source of electricity and he also 
hopes to let you destroy generators at key locations to kill the lights. 


GOING UP THE COUNTRY 


Day or night, a lot of the game’s missions take place in Mogadishu, 
which is both a boon and a curse. The city is incredibly atmospheric, 
a run-down, shot-up mishmash of European colonial and Third World 
contemporary, with ample opportunities for roof crawling, balcony 
sniping and alley snooping. Burnt out cars, rusted out buses you can 
climb in or on, and scores of leant-tos and shanties make it a first-per- 
son shooter’s dream. Variety, though, isn’t as well served. It’s a prob- 
lem, admits Eckhart. “One of the things we had to deal with is the 
concentration of missions around one city. That’s one reason we’re 
branching out to ops by the SEALs and other forces beyond Delta.” 
Thus you get missions like the “crocodile” raid, actually a Navy 
SEAL mission from spring of 1993. A US force mounted a reconnais- 
sance mission to investigate the flow of arms to Somali militias, just 
outside Mogadishu. While the warehouse they raided didn’t have any 
guns, it did provide documents leading the team to another storage 
spot, a ways down the river in a swampy area dominated by large 
crocodiles. In this mission, once you meet your Somali contacts and 
cross a minefield, your job is to provide sniper cover for the rest of 
the SEAL team as it clears the village and searches the warehouse. In 
addition to bad guys, you’ll have to deal with the crocs, which 


The game gives you plenty of vertical to play with, and every 
rooftop is a sniper s paradise.»»> You Ul land on the rooftop 


| and have to clear the building from the top down. >>» Multi- 
s story buildings are rich with detail and tactical challenges. >>» 
Sketch art depicting Black Hawk and aerial view of Mogadishu. @ 
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Eckhart is planning to have swimming around and possibly chasing 
your team members. 

The crocs and the river will give the graphics team a chance to 
show off its muscle, too, especially if you have a GeForce 3 or better 
video card. The water effects use pixel shading and are fabulous, 
though currently a bit too clean. “We’re going to dirty the water,” 
says Eckhart, because, well, how clean do you really think a Somali 
river near a village is? Toss in a dust storm or two, wonderfully 
attractive skies with moving clouds, and great lighting effects includ- 
ing lightning for thunderstorms, and Black Hawk Down will soar in 
the visual department. 

“In the past NovaLogic has been known for great gameplay but not 
graphics,” says spokesperson Marcus Beer. “Now, with Comanche and 
this game, we have two products that deliver in both areas.” 


Art lead Jason Monroe and art director Chris Tamburrino are leading 
the move to better visuals. As Eckhart points out, they’re sticklers for 
detail. “We wanted to make sure our animations for reloading were 
right,” he says. In order to properly film it, they took a skateboard 
helmet and crudely attached a miniature camera to the front. “It actu- 
ally works,” he shrugs, noting that by having the SMEs, subject mat- 
ter experts manipulate the weapons while wearing the helmet cam 
they were able to get an accurate view of what you should see when 
you're sliding another magazine into your pistol. 

The team is using real weapons for their 3D modeling efforts, 
though obtaining them was a bit of a problem. Apparently, Ang Lee’s 
film version of The Hulk was shooting in San Francisco, and every 
prop shop from Monterey to San Diego was fresh out of modern mili- 
tary hardware. NovaLogic managed to snag enough boomsticks for its 
needs, though, including an M4 carbine, M21 sniper rifle, and the 
ubiquitous .45 auto pistol. The veteran special ops guys on staff show 
the artists and motion capture people how to hold the weapons dur- 
ing various activities, like running, resting, or shooting, and review 
the results for authenticity. The results are impressive, as the charac- 
ters in the game move with the lithe grace and deadly smoothness 
you’d expect from highly proficient commandos. A new facial anima- 
tion system, which simulated massive amounts of polygons in a 
speedy and economical fashion, will also insure that major characters 
get good face time as well. 

The attention to graphic detail extends into the darkest night as well, 
thanks to the efforts of Chief Scientist Mark Davis. He’s been working 
on a completely new night vision system for the game. In previous 
Delta Force titles, night vision was little more than a green filter 
slapped on a monochrome version of the screen image. Now, it’s a lot 
more high tech, and a lot better looking. Davis says the new system 
not only intensifies the image, but features pixel shading and bleeding 
so that light sources overlap onto adjacent areas, giving that over-satu- 
rated effect associated with real night vision equipment. “We're trying 
to find a balance so we can have a cool visual effect, and cool and 
being fun are going to take first place,” he says, as long as realism isn’t 
too compromised. He seems to be succeeding; the night missions in 
Black Hawk Down rival those in Ghost Recon for look and effect. More 
importantly, the night missions will actually require night vision gear. 
“We're being a little more conscious now of putting in features that 
you can take advantage of,” says Davis, meaning you’ll run into very 
dark areas where light amplification equipment will be essential. 


You might also want to invest in a good set of speakers, because 
sound is getting the red-carpet treatment as well. Audio Director 
Russel Brower, a three-time Emmy winner, is heading the sound. 


This idyllic fishing village is fast on its way to Hell. 


team, along with Game Audio Specialist Paul Fox. The duo is respon- 
sible for integrating music and sound effects into the game, and meet- 
ing the particular challenges of first-person shooter audio. This is the 
first NovaLogic title with full Dolby 5.1 support and the positional 
audio adds a lot to the experience of operating in a complex environ- 
ment like Mogadishu. Brower’s experience with Disney, designing 
interactive theme park attractions, comes in handy here. “It wasn’t 
until I started really getting into game audio that I realized how simi- 
lar it really is,” he says. “The only real difference is now I don’t have 
to hide speakers behind perforated metal painted to look like brick.” 
One challenge is that in a game, like in a theme park, you can go 
pretty much anywhere at anytime, in any order, and the sounds you 
hear have to be appropriate and effective in any combination. 

Brower and Fox are using music selectively, to enhance the action. 
In the Task Force Ranger mission, the famous Mogadishu operation 
with the downed Blackhawks, you enter the city sitting on the sides 
of a “Little Bird” OH-6 helicopter, swooping low over the rooftops of 
the Somali capital. With bullets whizzing by and the smoke trails of 
rocket-propelled grenades rising towards your helicopter, the sound- 
track pounds out an adrenaline-pulsing riff that gets you in the mood 
for combat. Once in battle, though, it’s all about the ambient sounds 
of a city at war, and the elamor of combat. The audio quality of the 
game even now is excellent, leaps and bounds beyond previous Delta 
Force games. That quality is crucial for Brower; “for many years the 
audio quality was simply not there,” he says, but now with modern 
hardware and more creative attention, he feels game audio is ready to 


take center stage. And, he notes, in a shooter, “audio 
can save your virtual life.” 


To NovaLogic, Black Hawk Down is more than just a 
shooter; it’s also a mission. “We’re committed to get- 
ting this as right and as fair as possible, and setting 
the record straight,” says PR maven Beer, and every- 
one on the team seems to echo that sentiment. Just as 
Bowden has his book, and Scott his movie, “this is 
our take” on Mogadishu and the US military opera- 
tion there, Beer says. It’s a fast-paced, detailed, graph- 
ically gorgeous action game, true, but it’s also mes- 
sage, a rejoinder to the widespread belief that Task 
Force Ranger was a failure. A gimmick? Perhaps, but 
the sincerity of the design team seems real enough, 
and the game certainly hasn’t suffered for their com- 
mitment to a cause. “This is our biggest game ever. 
We want to make sure we nail it,” says Beer. 

With a part of the proceeds from the title going to 
two Special Forces charities, and the active help of 
veterans of special operations, Black Hawk Down is 
poised to be something unique, a shooter with a mes- 
sage. As Van Arsdale says; “from our perspective, we 
won that battle.” This October you can see what he’s 
talking about from the streets of Mogadishu. 
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technology for today 


JASON CROSS 


the good old days 


Really, they weren’t that good 


Lately I’ve been on a retrogaming kick. I’ve dug out an emulator or two 
and fired up some of my favorite old arcade games. The fun part about 
this is finding a bunch of the arcade games I never saw or played, and 
discovering a few gems I never knew existed. Take Cosmo Gang the 
Video for example. It’s like Galaga, one of my favorite games of all time, 
except it was made in 1991, ten years after Midway’s classic. It’s full of 
goofy super-deformed anime style enemies with lots of silly animations, 
like the guys who come halfway down the screen and pause to stick out 
their tongues at you before attacking. It’s a riot. 

In digging up these old arcade games, I discovered something. Ninety- 
percent are total and utter crap. Some just don’t stand up to the test of 
time, even when looking through the rose-tinted glasses of nostalgia. I’m 


dé | remember how great Ultima VII was, not how 
| spent two days trying to get it to work or how it 


ran like a snail on my $2,500 computer. ?? 


not talking about that. I’m talking about the absolute flood of horrid little 
derivative quarter-munchers that honestly never should have been made. 

Many gamers have fond memories of “the way it used to be.” I hear 
old-school gamers lamenting the terrible turn their hobby has taken. You 
know the complaints—you’ve probably made most of them. I know I 
have, from time to time. “Games are all the same. Nothing is original!” 
“Games are too commercial.” “Everything is too buggy.” “It’s too hard to 
get your hardware to work right with your games.” 

Well my friends, you need do nothing more than take a little trip back 
to the ‘80s and early ‘90s to see how much worse it used to be. In the 
arcades, we fondly remember games like Galaga, but we forget that the 
years following it were filled with terrible knock-offs. Side-scrolling 
shooters are a dime a dozen, and they’re certainly not all as good as R- 
Type. Rampant commercialism was everywhere, from bad arcade games 
based on movies, to bad arcade games based off TV shows, to bad arcade 
games based on Michael Jackson (I am not making that up). The situa- 
tion on the PC wasn’t much better. Granted, the big marketing tie-in 
games were thin, as the hobby was a tenth the size it is 
now. But if you want to talk buggy games, you need 
look no further than just about anything produced before 
1995, and it was a lot harder to get a patch in those days 
than it is to hit a website today. 

Do too many of today’s games rehash the same tired 
gameplay formulas with marginally improved technolo- 
gy? Sure, you could make that argument. But you could 
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also point to the heyday of Sierra adventure 
games and say they’re guilty of the same thing. 
Or to the Bard’s Tale games. Or the AD&D gold 
box series from SSI. I often lament Blizzard 
cranking out more WarCraft, StarCraft, and 
Diablo games instead of trying something new. 
Even when they drastically change the gameplay, 
as in creating one o’ them persistent world online 
RPGs, it’s still WarCraft. I should stop bitching 
and be thankful they continue to put out incredi- 
bly fun, polished, and charismatic titles that are 
easy to play. 

If you think the hardware compatibility issues 
are bad today, you obviously never had to keep 
opening up your case to change the jumpers on 
your sound card, editing your autoexec.bat file 
each time, to resolve a bizarre resource conflict 
that didn’t even give you an error 
message. People complain about 
Windows being buggy and not 
working right, but that’s kind of 
like complaining that your 2001 
Focus broke down. It happens, but 
the situation was a lot worse 10-15 
years ago. I get a chuckle out of the 
hardcore computer geeks that wish 
we could go back to the days before Plug and Play. 

When all is said and done, things really are 
better today than they used to be, and not just 
because of advanced technology. Games really are 
better. They’re just as original (or unoriginal), 
they actually work better, they’re a better value, 
the machines we play them on are cheaper, and 
everything works better and is easier to use than 
it was ten years ago. I’ve got warm fuzzy memo- 
ries of some of the good ol’ days just like the rest 
of you, but my memory is selective. I remember 
how great Ultima VII was, not how I spent two 
days trying to get it to work or how it ran like a 
snail on my $2,500 computer. Nostalgia is a nice 
place to visit, but I wouldn’t want to live there. e 


TIP OF THE MONTH 


Fix system files — in V\ 


In June Technicalities, you say 

that LCD monitors do not have a 
high enough response rate to use for 
gaming. In the following article, “The 
Incredible Machine,” where you build the 
greatest gaming PC ever, you attach a 20” 
LCD monitor. Is this used just for general 
purposes or used in gameplay? Since the 
frame rates you list are three to six times 
the limits on a LCD, it seems you would 
get a lot of blurring. 

Frank C. 


A e It should be noted that we did not 
e design, spec out, or build the 
machine used in The Incredible Machine. 
Alienware did. Having said that, the LCD 
with that machine is mainly just there for 
your general-purpose PC tasks. The big 
projector is what you’d want to play games 
on. Why play on only a 20” monitor when 
you have a six-foot projection on a screen 
in front of you, right? When using the LCD 
monitor for playing games, yes, you do 
notice a lot of blurring in fast-action 3D 
titles. Games with less quick movement 
work fantastic, though. 


In your July issue you previewed 
the Matrox Parhelia 512 and made 
reference to the upcoming DirectX 9 


TEGHSYTEeES 


C for graphics— We've had GeForce 3 and Radeon 
8500 cards for well over a year now, so where are all 
the games with those cool DirectX 

8 shaders we ve heard so much 

about? Well the truth is, DirectX 8 

has two problems with its vertex 

and pixel shaders. First, they're not 

quite as flexible as we were led to believe. Shaders 
used in the making of movies like Shrek or Final 
Fantasy are very complex, and DirectX 8 can’t handle 
them. That's remedied in DirectX 9. The bigger prob- 
lem is that shaders are really confusing and obtuse. 
They're basically written in assembly language, an 
arcade and difficult way of coding that very few pro- 
grammers understand and even fewer are experts at. 
Recently, NVIDIA unveiled their solution for the prob- 
lem, called C for graphics, or Cg for short. 

Cg is a programming language for shaders that is 
structured very much like C, and hopes to do the 
same thing for graphics programmers that the intro- 
duction of C did for general programmers. It replaces 


send questions to qa@cgonline.com 


release, specifically the upcoming 2.0 (vs. 
1.3) pixel shader specification. | am not cer- 
tain | Understand the implications of 
DirectX 9 as it relates to these product 
types. For instance, by purchasing a 
GeForce 4 Ti product now, does that mean 
that it won't take advantage of whatever it 
is that DirectX9 offers, and am | better off 
waiting until DirectX 9 comes out and then 
evaluate video cards? Or will it simply be a 
matter of Updated drivers for the hardware? 
DD 


A e | wouldn’t look to the video card 
e companies to make this clear any- 
time soon. It’s in their best interest to keep 
you confused, make everything seem pro- 
prietary, make every product seem compat- 
ible, so that all you have to go on is their 
marketing spin. It’s a complicated issue, 
but let me try to clear things up a bit. 
DirectX 9 will bring about two major 
changes to Direct3D: Pixel Shaders and 
Vertex Shaders version 2.0. Right now, in 
DirectX 8.1, you have them at version 1.1 
and 1.4 respectively. So what does this all 
mean? Vertex Shaders are programs that 
operate on the vertices of polygons. Think 
of it as “programmable hardware T&L.” It 
uses floating-point math and you can run 
it in software emulation on the host CPU 


very long arcane assembly code with shorter, more 
manageable, more portable code. It should be noted 
that the language is open to all developers, and the 
compiler just writes normal DirectX or OpenGL code, 
so shaders written in Cg will work on all video cards 
that properly implement DirectX/OpenGL instructions. 
Of course, NVIDIA's compilers will be optimized for 
their cards, but other video card manufacturers are 
welcome to write their own compilers. 

So what does the introduction of Cg mean? It 
should make it much faster and easier to write cool 
shaders, especially the nifty complex shaders that 
upcoming DirectX 9 hardware can handle. With any 
luck, the ability to make shaders more easily and 
share them among programmers will mean that more 
games use nifty shader effects, and we don’t spend 
$300 on a video card only to wait over a year to get 
any use out of it. Developers interested in Cg can find 
much more at www.cgshaders.org. 


Trident’s back— After all but abandoning the desktop 


< HARDWARE 


(your Pentium or Athlon) at a pretty good 
speed. All Vertex Shaders 2.0 really does is 
make the whole programming standards a 
bit more flexible. 

Pixel Shaders are programs that describe 
the look of each pixel, are very complicat- 
ed, and cannot be run in emulation on the 
host CPU. You’ve either have hardware 
support on the video card or nothing at all. 
The current Pixel Shaders spec uses integer 
math (whole numbers like 43 or 11) and is 
limited. The new 2.0 specification calls for 
floating point math (fractional numbers 
like 12.873 or 87.02) and offers program- 
mers a lot more power and flexibility. 

No current video card will handle the 
new 2.0 shaders. But, all current video 
cards will get updated drivers that make 
sure they support the old features under 
DirectX 9. That is, when new games ship 
this fall that use DirectX 9 to access old 
hardware features from DirectX 7 or 8, the 
cards will still work. So watch out for the 
marketing that will surely promise a card 
is “DirectX 9 compatible.” There’s a differ- 
ence between being compatible with a new 
API and supporting all its new features. 


Her EX xX) 


marketplace over five years ago, what was one of the 
largest graphics companies in the early ‘90s is set to 
re-enter the performance desktop market. Their upcom- 
ing chip, called the XP4, seeks to revolutionize low-cost 
graphics. Trident has a unique design that packs full 
DirectX 8.1 features, including vertex and pixel shaders, 
with four rendering pipes, into a chip of only around 30 
million transistors. Built on a .13 micron process, this 
chip will be a third the size (or less) of the really high- 
end cards. But the compa- 
ny stresses that these are 
high-performing products. 
The T1, bottom of the rung, 
isn't meant for gamers, but 
the T3 is aimed right at you. They promise a 300MHz 
core clock speed and 700MHz memory, and are 
supremely confident that the card will offer 80% the 
performance of GeForce4 Ti 4600. So why get excited? 
Get this: the 128MB T3 version is expected to retail for 
only $99. You should see these babies on the shelves in 
August or September. 


/ Trident 


Microsystems, Inc. 


~~ Mex XXX) 
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Gaming on the Go 


High-end notebooks let you play anything, anywhere 


by Jason Cross 


Notebook computers powerful enough for no-compromise 
gaming are a relatively recent phenomenon, but already it 
seems as though every major manufacturer has a high-end, 
gaming-capable machine for mobile fun. 

They don’t come without compromises, though. While 
you'll find powerful processors, CD burners, and high-resolu- 
tion screens in these powerful portable gaming rigs, you’ll 
also find that they’re large, heavy, and hot, with poor battery 
life. By and large, they’re best for travel during which you 
can find somewhere to plug them in as a desktop replace- 
ment, not for actual un-tethered use. Their video chips have 
improved by leaps and bounds, too, but they’re still a year or 
more behind the state-of-the-art in your regular system. (For 
instance, there are currently no laptop chips that support 


DirectX 8’s pixel and vertex shaders.) Laptop hard drives, too, 


are considerably slower than those found in desktop systems. 
What does a person look for in a gaming notebook? 
Performance is key, but so is size, weight, and style—if 
you're going to lug this thing around all day, you don’t want 
it breaking your back and you want it to look good. A screen 
that’s easy on the eyes is important, as are design features 
like the feel of the keyboard and 
the placement and number of 
ports. And don’t forget price— 
the world’s greatest lap- 
top isn’t a bargain if it 
costs a small fortune. 


Alienware Area-51™ 


siast-targeted desktop PCs, 
Alienware has kept out 
of the notebook mar- 
ket. That all changes 
with the Area-51 
“m” line of high- 
end desktop 


ments aimed at 
those who frequent 
LAN parties. For a first prod- 
uct in a new line, it’s an excellent 
start, but not without problems. 
The tested Area-51™ uses the desktop version of a 2.4GHz 
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Though known for its enthu- 


replace- 


Pentium 4, giving it more processing power than any other 
notebook on the market. It also generates a ton of heat, 
necessitating a large case with lots of fans, little feet to let air 
get underneath, and a heavy 1.25 pound power brick. It’s the 
largest laptop tested, even bigger than Gateway’s monstrosity 
when thickness is taken into account, and the heaviest as 
well at almost ten pounds. Granted, this particular setup 
included a second battery, which adds a pound, but at nine 
pounds, it would still tip the scales. 

Gaming performance is top-notch, and it’s the fastest in 
some tests and only slightly bested by the Dell Inspiron 8200 
in others. A 3DMark score of 5171 is quite good for a 
portable machine, and the beefy Pentium 4 really helps with 
those processor-intensive games like Morrowind. The screen 
is decent but could allow a better viewing angle. The slower 
hard drive speed is a bit disappointing, and the battery life 
without the second battery is quite poor, but if you want 
bragging rights, you can’t beat a laptop with a 2.4 GHz desk- 
top processor. Alienware offers a wealth of configuration 
options including several case colors, too. Now if they could 
only shrink (and cool) it down. 


Toshiba Satellite 5105-S607 

The crown jewel of Toshiba’s high-end portables is by far the 
smallest and lightest machine in this 

roundup, and it’s the most 

stylish as well. 


at about 7.5 pounds, it’s 

not exactly lightweight, but it’s 

something you can carry around without dislocating your 
shoulder. Though the 1.7GHz mobile Pentium 4 is the slow- 
est processor speed of the four tested, and the GeForce4 440 
Go graphics accelerator only has 32MB, it still manages to 
post some impressive benchmarks. It’s not best-of-class, but 
more than respectable, running Jedi Knight II at 70 frames 
per second (1024x768 with full details) and scoring 4931 in 
3DMark 2001 SE. 


FEATURE < HARDWARE 
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Alienware Toshiba Satellite Dell Inspiron Gateway 600XL 
Area-51™ 5105-S607 8200 
| PROCESSOR / RAM 2.4GHz desktop Pentium4m 1.7GHz Pentium4m 2.0GHz Pentium4m 1.8GHz Pentium4m 
RAM 512MB DDR 512MB DDR 256MB DDR 512MB DDR 
HARD DRIVE 40GB 4200 RPM ATA100 40GB 5400 RPM ATAG6 40GB 5400 RPM ATA 100 40GB 4200 RPM ATA 66 


REMOVABLE STORAGE 8X DVD 8/4/24X CD-RW 8X DVD 8/4/24X CD-RW floppy drive, 8X DVD floppy drive, 8X DVD 8/8/24X 
combo drive combo drive, SmartMedia, CD-RW combo drive 
Secure Digital card 


| VIDEO Mobility Radeon 7500 64MB GeForce4 440 Go 32MB GeForce4 440 Go 64MB Mobility Radeon 7500 64MB 
CONNECTIONS parallel, 4 USB, FireWire, 3 USB, FireWire, Ethernet, parallel, serial, 2 USB, parallel, serial, 2 USB, FireWire, 
Ethernet, modem modem FireWire, Ethernet, modem Ethernet, modem 
DISPLAY 1600x1200 UXGA 1600x1200 UXGA 1600x1200 UltraSharp UXGA = 1280x1024 SXGA 
| WEIGHT (w/battery) 9 Ibs 13 oz 7 Ibs 6 oz 8 lbs 2 oz 8 Ibs 12 0z 
PRICE $2,690 $2,399 $2,628 $2,849 
RATING KKK Kwek KY KKKKS x*y 


This laptop is notable for a few special features you won’t configuration options, as its one drive bay cuts down on its 
really find anywhere else. Instead of a generic touchpad, it modularity. Regardless, it’s an impressive package, with 
has a nifty little black and white touch LCD which you superior looks, good performance 


can customize to quickly launch frequently used 
applications or use as a quick and dirty calculator. 
The left side of the unit has built-in slots for both 
Secure Digital and SmartMedia cards, so you don’t 
need to go buy PCMCIA card readers if your digi- 
tal camera or MP3 player uses either of those 
formats. The Harmon/Kardon speakers deliver 
the best sound of any notebook on the market. 
It’s not all sunshine and roses, though. The 
battery is small, which certainly helps keep 
the unit’s weight down, but it comes at the 
extreme cost of battery life. The 
machine only lasts for about 
45 minutes of hard- 
core game playing. jee 
The overall 
machine doesn’t 
have a lot in the way of 


> and a respectable price. That 
— combination secures a hearty 
/ thumbs up. 


Dell Inspiron 8200 
Last year’s Inspiron 8100 was the 
first “gaming notebook” we ever 
reviewed, fresh with the then-new 
GeForce2 Go chip. This year’s model 
' offers several improvements, including 
a GeForce4 440 Go graphics chip with 
64MB of RAM, a speedy 40GB hard 
drive, and Intel’s very latest 2GHz 
mobile Pentium 4. Despite having a 
slower processor than Alienware’s sys- 
tem, the Dell’s gaming performance is 
about on par with it, slightly better in 
some tests and slightly worse in others. It’s the 
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only other laptop to break 5100 in 3DMark 2001 SE. 

A new option in the Inspiron 8200 is what Dell calls its 
“UltraSharp” screen. It costs an extra $100 but is worth every 
penny. Quite simply, this is the best screen on any notebook. 
It’s sharp, bright, and has color contrast far better than com- 
peting displays. Most importantly, it has an awesome scaler— 
when you run the display at any resolution other than the 
native 1600x1200, the blurring artifacts evident in most note- 
book LCDs are drastically reduced. 

If you’ve seen notebooks in the Inspiron line before, you’ll 
know what to expect from the size, shape, and weight of this 
one. It’s the same relatively plain but inoffensive black rec- 
tangle weighing about eight pounds. The built-in speakers 
could use improvement and the placement of the 
Ethernet/phone ports and USB hookups are just 
plain dumb. Who wants to plug their network 
cable into the front of the left side? The design 
flaws are relatively minimal, though. It’s pricey, 
but the speed and excellent LCD screen are 
worth it. 


Gateway 600XL 

Flat out, this is an ugly notebook. That’s not 
just some cheap ploy to start a review with a 
shocking statement, but simply the first thing 
you notice when you take it out of the box. 
Gateway’s high-end 600XL notebook is a 
big gray square with a big flat 
expanse of gray 
inside. At a full 
inch wider than 
the others, it won’t 
quite fit into some carrying 
cases, so watch out for that. The front- 
mounted media controls, so common with notebooks 

now, are small, indistinguishable, uniform buttons that make 
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it hard to tell which one does what. 

It would be a relief if the big boring package, which 
frankly looks like test equipment from the 70s, at least 
housed some killer hardware, but it doesn’t. The 15.7” screen 
is quite large, but the native resolution is only 1280x1024 and 
the contrast is poor. With a 1.8GHz mobile Pentium 4 and a 
64MB mobile Radeon 7500, the performance is quite good 
overall, but not nearly as good as any of the other high-end 
systems in this roundup. A 3DMark score of only 4170 is 
almost 1000 points below the other systems and it brought up 
the back of the pack in our hard drive tests. 

It’s back to the drawing board for Gateway. It’s hard to rec- 
ommend such an expensive notebook when it’s both the ugli- 
est and slowest. That doesn’t 

make it a hunk of junk—make 
no mistake, this is still a decent 
laptop overall—but it doesn’t 
stand up to the competition. 


You can take it with 
YOu... 
...you just can’t use it along the 

| way. All four of these notebooks 

will let you play the latest 3D 

games, and play them well. They’re 

not desktop PCs, and you can’t 

expect the kind of frame rates you 
get from a $400 video card. 
But everything about them is 
powerful enough to leave 
almost all the details turned up 
and still have a good time. Some have 
handy features like CD-RW drives, and they 
all have built-in Ethernet, 56k modems, and 

FireWire ports. 

While it’s true that high-end gaming laptops are portable, 
they’re not really luggable. Even the 
lightest is too heavy to comfortably 
carry around all day, especially with all 
croMieRimdme the accessories you're likely to have 
(mouse, extra battery, etc.). These are 
generally desktop replacement systems, 
and they do a good job of that. They’re 
ideal for the occasional LAN party, or 
for dorm rooms where space is at a pre- 
mium. Ideally some company would 
produce some sort of compromise 
between these powerhouses and the 
smaller, cheaper, five pound notebooks 
common in the business world (which 
unfortunately don’t have the video chips 
necessary for quality 3D gaming). Until 
then, these are your best bet at on-the- 
go gaming, and their impressive capabil- 
ities are only matched by their consider- 
able bulk and price. e 
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espionage or go in with 
all guns blazing— 
experience multiple 
styles of gameplay with 
high-tech equipment 
including a ZimoTech”™ 
GPS Map Computer and 
night vision goggles. 


Take on intense 
missions in a world- 
spanning storyline 
through three massive 


theatres of combat— 


Russia, China and 
the Middle East. 


Choose from a huge 
armory of 27 
authentically 
reproduced weapons— 
_ from basic combat 
_ knives and sniper 
rifles to portable 


rocket launchers and 
_ proximity mines. 


Operate a stability- 

sensitive weapons 

targeting system— 

experience the 
hostile environment 
of a battlezone. 


Join forces with up 
_ to 16 combatants— 
objective-based 
online multiplayer 
gameplay allows for 


complex levels of 
team coordination. 
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The promising Matrox Parhelia disappoints 


by Jason Cross 


MANUFACTURER Matrox [www.matrox.com] MSRP $399.99 


Two months ago, we reported on Matrox’s re-entry into the perfor- 
mance graphics segment with the Parhelia-512 graphics chip. The first 
product to use it has been released, and it’s hard not to feel let down. 
Though Matrox has always been clear that this card is not meant to run 
circles around the fastest gaming cards out there, the level of perfor- 
mance is still far below what you’d expect from a $400 video card. 

The final retail Parhelia card runs at a core clock speed of 220MHz, giv- 
ing it a fill rate of 880 megapixels, over a third less than the equal-priced 
GeForce4 Ti 4600. The 256-bit DDR memory interface runs at 275MHz, 
providing 17.6GB per second of memory bandwidth. That’s a lot more 
than the current king of the hill, the Ti 4600 with 10.6GB/sec, but it falls 
short of the 20GB/sec Matrox promised when the chip was unveiled. The 
core clock speed is perhaps the most disappointing part, because even 
with four texture units on each of the four pipelines (other high-end cards 
have two), it just can’t keep up. This isn’t helped by the fact that the 
Parhelia doesn’t have any particularly good technology for rejecting over- 
drawn pixels before they’re drawn, a capability that ATI and NVIDIA both 
rely on to squeeze more performance out of their chips and memory. 
Driver optimizations will help improve frame rates, but it won’t be 
enough. Relative performance improves greatly when you enable the 16X 
“fragment anti-aliasing” feature, which both looks far better and incurs 
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less of a speed penalty than 4X AA on other cards. 

The big push with the Parhelia is toward image quality and 
multiple display technology. In this regard, they’ve succeeded. 
The overall output quality to analog monitors is exceptional, and 
the included ColoReal calibration software insures an accurate 
picture. It’s the kind of thing every video card should incorporate 
into its drivers. Curiously, the card is quite small and features a 
rather plain heat-sink and fan. It’s hard not to wonder if a few 
bucks spent on more substantial cooling would have let the card 
operate at a higher clock speed, and therefore overcome much of 
its underwhelming performance. There are two digital flat-panel 
monitor connectors on the back of the card, and the included 
dongles will hook up a variety of digital or analog displays, up to 
three at a time. 

Surround gaming is really a treat, once you get it working, but 
it’s just not quite ready for prime time yet. Many of the currently 
supported games require manually editing config files and adding 
registry keys to get the three-display technology working right, 
and others show strange glitches in the interface. Once running, 
though, it makes regular games feel downright claustrophobic. 
The downside, naturally, is that you need three monitors of 
about the same size. 

Matrox’s PowerDesk utility is worth singling out. Instead of 
digging five layers deep into your advanced display properties to 
fiddle with five tabs with dozens of checkboxes, sliders, and drop- 
down menus, Matrox replaces the whole mess with a simple, 
straightforward utility smartly modeled after Windows XP’s con- 
trol panel. Just double-click on the tool tray icon, and everything 
is laid out such that regular people can quickly adjust anything 
and feel like they know what they’re doing. Other graphics com- 
panies should take notice of this software—it’s worth imitating. 

There are a handful of things to like about the Parhelia. 
16X fragment AA, surround gaming, fantastic analog output, 
powerful vertex shaders, and a great control panel utility are 
all fine additions to the video card market. But for $400, it’s 
not too much to ask for both exciting new features and world- 
class speed, and the Parhelia doesn’t nail it. @ 
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The last role-playing game you'll ever desire, and at last, the fulfillment of a genre 


by Tom Chick 
GENRE Epic Role-playing DEVELOPER Bioware 
[www.bioware.com] PUBLISHER Infogrames 
[ www. infogrames.com] RE EMENTS Pentium Il 


450, 128MB RAM, 16MB OpenGL compliant card 
MULTIPLAYER 2-64 players; Internet, LAN 


EDITOR'S 
CHOICE 


Neverwinter Nights is big. Really big. On many different lev- 
els. It is a long single-player game and a bottomless multiplay- 
er game. It is a flexible toolset accessible enough for dabblers 
and powerful enough for hardcore mod-makers. It is a milieu 
for storytelling or hacking and slashing, for Diablo-esque 
romps, or high-stakes persistent role-playing. It is a tactical 
fantasy combat engine and a brilliant adaptation of Dungeons 
& Dragons’ 3rd Edition rules. It is a front end for real time 
online dungeonmastering and a virtual pad of graph paper for 
guys who just want to draw their own dungeons. It is a pop- 
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ulist revolt against the central authority of effete massively 
multiplayer games and their tyrannical control over content. It 
is the basis for a new community and the start of a thousand 
beautiful friendships. It is what computer role-playing games 
should have been all along. 

The most obvious thing you get in this box is a computer 
role-playing game, like Baldur’s Gate, but for a single charac- 
ter. However, this passably written adventure isn’t 
Neverwinter Nights’ best feature. Because the game world 
consists of small maps built from tiles and linked together by 
doorways, the campaign feels more long than epic. It consists 
of a tutorial prelude, a long first chapter, an interminable sec- 
ond chapter, a long third chapter, and—whew!—a sort of 
coda for a fourth chapter. It has a lot of the weak role-playing 
conventions you’ve come to expect by now: loot people’s 
houses, retry conversation trees until you get the desired 
result, creep through a storyline padded with side quests, 
load and save your way past difficult areas, explore city sew- 


ers, search hundreds of crates and chests, juggle potion- 
clogged inventories, and so forth.. 


Here there be dragons and some clichés 
Although the storyline is your basic evil-cult-with-a-mysteri- 
ous-agenda potboiler, it twists appropriately as it goes. 
BioWare’s talented writing is evident throughout, but particu- 
larly strong in bits like Stirge’s word game, the interplay 
among the dragons in the third chapter, and the fate of 
Fenthick. Extended subquests like defending a barbarian on 
trail for killing a soldier and unraveling the mystery of 
Charwood (this is easily some of the best writing in the game) 
are interesting enough that you don’t mind being diverted from 
the main storyline. As usual, Bioware does a good job with 
characterization, ranging from lead roles like Aribeth to sup- 
porting players like the pirate Vengaul and the bard Sharwyn. 
Some players might miss the interaction among Baldur’s Gate’s 
party members, but Neverwinter Nights instead lets you culti- 
vate over time a personal relationship with your henchmen; 
it’s like the difference between an ensemble cast and a buddy 
movie. BioWare also does a good job of disguising the requisite 
key hunts and FedEx quests with bits of interesting narrative. 

The pace is kept up by a well-organized journal that metic- 
ulously tracks where you need to go and what you need to 
do (hear that, Morrowind?). Although Neverwinter Nights is 
big and sometimes homogenous, it’s never confusing. 
Tedious travel is almost eliminated by the convenient hub 
layout of the maps and the Stone of Recall, an accommodat- 
ing teleportation device that works like Diablo’s town portal 
scroll, but with infinite charges. 

Although the combat AI is very good, particularly for spell- 
casters, the NPC pathfinding is so bad that BioWare didn’t 
even attempt it in some situations; if you get too far ahead of 
your followers, they magically appear right next to you. Or 
sometimes right in front of you. Negotiating narrow passage- 
ways or trying to reach a treasure chest in a corner can be an 
exercise in elbowing your way through the crowd.. 


Shadows and fog 
Some of Neverwinter Nights’ visual thunder was stolen by 
Dungeon Siege, which looks similar and came out a few 


She might have a longer sword, but | have deer antlers in my helm. 


< REVIEWS 
reviews in review 


A (brief) summary of the games of the past few months 


Dungeon Siege 

RATING kkk 

OUR WORD “...does everything Diablo and its sequel do, strips out the less fun 
parts, buffs up the good bits, and polishes it to a shine not seen since, well, Diablo.” 


The Elder Scrolls II]: Morrowind >>> 
RATING *& kK 

OUR WORD “A dizzying tour de force that adroitly sprints 
past its predecessors to ring in a new epoch in computer 
role-playing. Welcome to the next level.” 


Freedom Force 

RATING kxkkx'Y, 

OUR WORD ‘It's fantastic, amazing, incredible, and 
above all, charming, even for people who didn't grow up 
reading comic books.” 


Grand Theft Auto III 

RATING kKkwwlh 

OUR WORD “IIt] would be offensive if it wasn’t so seriously over-the-top. It’s such a 
good playground for deviant behavior that it’s probably bad for you.” 


Heroes of Might and Magic IV 

RATING kKkk* 

OUR WORD “...the biggest overhaul of the series to date. New World has altered many 
of the game’s mechanics for the better, and then streamlined the entire experience.” 


Jane's Attack Squadron >>> 

RATING x* 

OUR WORD “...what we have here is a sim that was 
abandoned, never finished, and then thrown onto shelves 
in an incomplete state.” 


Jedi Knight Il: Jedi Outcast 

RATING kKkkxwxY% 

OUR WORD “...shares with The Phantom Menace the 
sense that a Jedi is a complete and total badass. If [it] 
doesn't reach the heights of the original, it's at least superbly crafted and executed.” 


Might and Magic IX 

RATING x4 

OUR WORD "...vapid, tedious, boring, unsightly, senseless, and buggy... [it's] the 
Willy Loman of modern PC games—weary, rundown, and lost, living in a world that no 
longer exists.” 


Soldier of Fortune Il: Double Helix 

RATING *kk* 

OUR WORD "...one-ups the original in every way, and actually proves to be one of 
the best shooters on the market... [it’s] an unflinching game that works on nearly 
every level.” 


Extraordinary * * * * * Excellent * * * * 
Maybe * * * Mediocre * * Contemptible * 
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Turning the undead... 
into slabs of chopped up 
meat. >>> [inset] This is 
about the point multi- 

‘ player games fall apart. 


Neverwinter Nights’ 
interface gives you two 
or three ways to do 
everything. A config- 
urable tool bar at the 
bottom of the screen is 
a sort of tray in which 
you can put whatever 
you want for easy 
access. This tool bar is 
just another example 
of the overriding phi- 
losophy behind almost 
every facet: It is yours. 
You may do with it as 
Terrel Cutter killed Zombie i sien, a aig mE sipouan wil. yeu ye idea 
aN, SN git (ie oe oS er i. : ee = se of fun is a 10th level 
: i See eae i 2 aN wi a fighter with a Vorpal 
Blade hacking away at 
a swarm of hapless 


goblins, have at it. If 


months earlier. you'd rather level up a character on a secure server with care- 
Neverwinter Nights has fully regulated content, you can do that, too. The single player 
more flash and detail, fea- campaign, as long as it is, is just a taste of what you can do. 
turing some impressive The key to this philosophy is the toolset. 
tricks with lighting, fog, Nearly any criticism can be addressed with the included 
real time shadows, spell Aurora toolset, a powerful and easy to use adventure con- 
effects, and model skin- struction kit. One of the most disappointing things about the 
ning and animation (the single-player campaign is that it doesn’t showcase how flexi- 
combat animations are ble this game is. You can change the way NPCs, combat, 
superb). However, the monster stats, experience points, and random encounters 
environments aren’t as work. Almost nothing is decreed. Not even time or death. If 
free form as they are in you don’t like the conventions in the single player campaign, 
Dungeon Siege. Because load up the toolset, piece together a few environments, and 
there are only a handful of | drop in some random encounters and treasure. Paint it with 
tilesets, terrain types are light and sound while you're at it. Then play by your own 
limited. Walk through a door on a tree and you'll find your- rules. It’s even possible to modify the single player game. 
self in a nymph’s home that looks just like the training acad- If you’ve never used a scenario editor before, Aurora has 
emy in Neverwinter. The miniature interior of a wizard’s step-by-step wizards to navigate much of the complex script- 
globe looks just like the druidic Realm of Nature. Neverwinter ing so you can create dialogue, encounters, NPCs, and maps. 
Nights just goes to show that a good-looking graphics engine [You can also consult the tutorial from the August issue to get 


doesn’t mean you should check your imagination at the door. a sense for how much you can do and how easy it is. -ed]. 
UbiSoft’s Pool of Radiance was the first computer role-play- 

ing game to incorporate Dungeons & Dragons’ 3rd Edition No... | have gray eyes 

rules, but they were buried in the inscrutable soup of that Neverwinter Nights opens up even more when you consider 

game’s compromises. Neverwinter Nights is an infinitely better there’s almost no distinction between single-player and multi- 

implementation of this new system. While rules fanatics might player games. Any module (this is what adventures or scenar- 

find fault with some of Bioware’s changes, there’s no denying ios are called) can be set up as a server. This even applies to 


it gives you a good sense for how 3rd Edition opens up the the single player game, which can be tackled as a joint effort 
mechanics of D&D. With fewer hard-coded restrictions on the among several players. Because this was part of the design 
character classes, you get to make interesting decisions as you from the beginning, it works much better than it did in 

level up. The new rules for saving throws, armor class, Baldur’s Gate, where the multiplayer support had to deal with 
attribute bonuses, and skills are folded smoothly into the some awkward issues. There’s also an option for a human 
game design without being hidden under the hood. The sys- player to dungeonmaster any module, assuming godlike pow- 
tem feels hands-on and interactive. ers to manipulate the world. There’s a pretty steep learning 
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Smack my bull up. >>> [inset] Let me 
guess...you’re well armored, right? 


probably won’t be able to just 
jump onto a random server and 
have a satisfying multiplayer 
experience. Like role-playing at 
its best, this is about the 
process, not the result, and it 
will only be as good as the 
people involved. 

Neverwinter Nights is like a 
new country with wide-open 
frontiers. Think back to what it was like when you were a kid 
and you first cracked open the Player’s Handbook and felt like 
you were looking into a whole other world, one whose borders 


curve for doing this well, not to mention the creativity it stretched to the limits of imagination. Remember the sense of 
requires. Any schmoe can throw a dragon at a party of charac- __ vertigo from all that depth and breadth? With Neverwinter 
ters, but it takes a knack for storytelling and an intimate Nights, that dizzying potential is here again, at last. 


understanding of the game system to do it with any finesse. 

This isn’t the first title to attempt this. Nihilistic’s Vampire: 
The Masquerade also had its own toolset, multiplayer sup- 
port, and dungeonmastering options, but the gameplay 
mechanics were esoteric, the subject matter was rarefied, and 
the toolset was hopelessly Byzantine. The single player game 
was too stilted to build up enough of a fan base. Neverwinter 
Nights has none of these obstacles. In addition to the modules 
available for download, popping up like flowers in spring, 
there are new tilesets, a hardcore rules mods, a system for 
overland travel with random encounters, a sophisticated team 
combat mod, and a site for 
scheduling specific types of 
games (www.neverwinter- 
connections.com is, in fact, 
not a dating service). The 
player community and third 
party content hasn’t been 
such an integral part of a 
game since Half-Life 
changed the face of first per- 
son shooters forever. 

But because Neverwinter 
Nights is so open, you’ll find 
no shortage of high-level 
characters running around 
online with maxed out stats 
and powerful artifacts by the 
sack load. This isn’t a game 
to impose restraint. “It is 


yours” means it also belongs [clockwise from above] Can you get 
to the goofballs who don’t understand there’s no point in goblin’s blood out of marble 

| li h : th , floors? >>> David, this is Goliath, 
power leveling when you can just create a room that gives Gollath, this is David. =s> 


you a million experience points for killing a rat. Action games Dazzling the trolls. 

like Diablo and Quake have streamlined out player interaction 

and taught us instant gratifi- 

cation; massively multiplay- jus — 

er games have put a premi- See) ®) eee = The most game in a box, potential and actual, since Half-Life 
um on leveling up. But — 
Neverwinter Nights tran- 
scends these things. Because 
this is a new approach, you 


The single player campaign could have been better 
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Real-time Strategic Role-playing C 


Blizzard Entertainment [www.blizzard.com] 
Vivendi Universal [www.vivendiuniversal.com] 
EQUIREMENTS Pentium Il 400, 128 MB RAM, 3D 


2-12 Players; Internet, LAN 


Warcraft III: Reign of Chaos is a mediocre real- 
time strategy game. It has been four years since 
Blizzard Entertainment last made an entry into 
the genre that they helped to create—seven years 
since the last Warcraft game—and the playing 
field has changed considerably in that time. 
Games such as Myth have honed the tactical 


aspects of real-time games to a razor-sharp edge, 
and Kohan sets the current standard for strategic 
excellence, culling out all the micromanagement 
and low-level distractions common to the genre. 
The Age of Empires games have kept the flame 
alive for fans of traditional real-time strategy 
fare, complete with all the latest conveniences. 
Amidst this distinguished company, Warcraft 
III seems like a dinosaur. It handles low-level 
tactics less elegantly than Myth, and on a strate- 
gic level it plays a lot like its seven-year old pre- 
decessor. It has plenty of nostalgic value for fans 
of traditional real-time games, but it lacks many 
conveniences that modern players probably take 
for granted. The maps are mostly comprised of 
winding paths and corridors that offer little 
opportunity for alternative strategies, and com- 
bat often boils down to roping a bunch of units 
with your mouse and throwing them at the 
enemy. The unit pathfinding AI is quirky, and 
you can’t even pause the game without opening 
up one of the menus. 


It’s a good thing that there is more to the 


game than strategy. Other developers have spent 
the last seven years running with a ball that 

Blizzard handed them; now Blizzard is finally 
running again, too. They are merely running in 


a different direction. 


A question of character(s) 
While other developers were busy making their 
games bigger, Blizzard decided to narrow the 
focus. They added only two new races, but they 
gave each of them very different characteristics 
and powers. Instead of creating a longer list of 
units for each race in the game, they dropped a 
few (there are no waterborne units) and made 
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You can slide the camera in for a more cine- 
matic view. It makes for nice screenshots, but 
it's not particularly useful. >>> You pick up a 
variety of quests in any given mission; some are 
required, others are optional. >>> In one mis- 
sion, you'll use the Night Elves’ stealth ability to 
sneak past patrols of angry demons. 


intelligence 
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the ones that they kept more distinctive. 
They threw in some unique characters— 
heroes—and gave them strong personali- 
ties. They didn’t try to make the base 
building aspect of the game any more 
involved or complex, and they created a 
sizeable contingent of missions that 
don’t involve base building at all. 

Half the time, it plays less like a strat- 
egy game than a fast-paced role-playing 
game with skirmish battles. That’s a 
good thing, because strategy isn’t one of 
Warcraft III’s strong suits. If you tend to 
fixate on genres and labels and prefer 
games that fit neatly into well-defined 
categories, it is probably best to move 
on. If you are okay with the idea of a 
real-time strategy game that puts the 
real-time strategy on the back burner 
and spends most of its energy on other 
matters... well, read on. 

Warcraft III has a fantastic story. It 
tells its tale through a horde of in-engine 
cut scenes and a handful of pre-rendered 
movies so phenomenally well-produced 
and entertaining that they make you 
want to keep playing just so that you 
can see the next one. An assortment of 
interesting characters drive the narra- 
tive, and these protagonists become 
powerful units under your control when 
the in-engine cut scenes seamlessly 
segue into your next mission. 

That’s the secret of the game’s appeal: 
it manages to make everything personal. 
You take an interest in the characters 
and their stories, and that interest guides 
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your decisions when it’s time to start clicking. Other games feature 
hero units; Warcraft III is not blazing new ground in that regard. 
But these aren’t just faceless troops to throw at the enemy. They 
are people like Arthas, a Paladin of Lordaeron filled with horror 
over the atrocities visited on his homeland and filled with a burn- 
ing anger that becomes more difficult to control with each passing 
mission. Or Thrall, an Orcish Warchief seeking to earn the respect 
of his brother and find a place for his people in a land filled with 
strange new friends and foes. The game is as much about them as 
it is about mining gold and harvesting lumber. 


Lumber, gold, and... 

non-player characters? 

Warcraft III plays differently than previous games in the series, and 
Blizzard provides a few big hints to point you in the right direc- 
tion. There is little in the way of unit automation. You can set up 
some very simple patrol routes, automate some of the spell casting, 
and that’s about it. The camera angle is so close that it almost feels 
claustrophobic. How can you automate your defenses? How can 


Site weet 
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you survey large areas for tactical benefit and coordinate massive 
assaults? You can’t. You are missing the point. 

Even if you could pull the camera back to a low-level planetary 
orbit, you would never be able to mount massive assaults because 
the game simply doesn’t allow it. There is a strict upper limit on 
the amount of food that you can produce, which in turn limits the 
size of the army that you can field (all units consume food; good 
units consume more). It’s unlikely that you’ll often reach that limit 
anyway, because the game imposes an “Upkeep” tax on your gold 
income if your army consumes even half the maximum allowable 
amount, and the Upkeep gets steeper the closer you get to the max- 
imum. The best strategy is to field the smallest effective army that 
you can manage, ideally one with no Upkeep at all. In Warcraft II 
you spent a good deal of time waiting for your massive assault 
force to roll off the assembly line. In Warcraft III you have to pick 
and choose which units you will use in your assault force, because 
it won’t be massive no matter how long you wait. It’s a nice sys- 
tem that encourages action and limits downtime. 

You spend a lot of time exploring, and the game gives you 
interesting environments. More than simple arenas 
with pretty scenery as a buffer between you and 
your foes, the mission maps are filled with hostile 
wandering monsters, mercenary camps that allow 
you to hire new troops, and merchants that sell 
your heroes potions and scrolls and other various 
sundries that they can carry and use when needed, 
or keep for a later mission. Your heroes will find 
more powerful artifacts—magic swords, cloaks, 
rings, and the like—when they defeat powerful 


[left] The maps are filled with various third-party monsters. 
You don't have to fight most of them, but this 10th-level 
Guardian is an exception. >>> [below] The 3D engine does 
allow the game to swing the camera in for a host of 
in-engine cut scenes. 


Yes. Lord Archimonde demands that Cenarius be destroyed before we launch 


the invasion of Kalimdor. 
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monsters or other heroes. 

If the interface is poorly suited to grand strategy, it works 
remarkably well for exploration and small skirmish conflicts. You 
can sub-select any member of a group by clicking on their portrait 
in the lower interface bar, and then command them to perform 
special actions or use items. Casting support spells on other group 
members is as simple as clicking on their portrait, and some spell- 
casting units can be set to “autocast,” which basically gives them 
leave to use their spells when they see fit. 

In keeping with the role-playing theme, you get “quests” rather 
than mission objectives, and you might find optional side-quests 
along the way. A Furbolg leader might want you to bring him a 
vial from a nearby Fountain of Life. You don’t have to do it, but 
he’ll give you a useful item if you do. 


To hell with the strategy—let’s explore! 

Many of the missions in the game’s four solo campaigns abandon 

the whole base building mechanic altogether, and focus solely on 
exploring an environment with a 
limited set of units and heroes. A 


[left] The Scourge at work; a Necropolis 
is under construction in this grassy 
vale... >>> ...And now the vale isn’t so 
grassy any more. 


few missions even take place in dungeons, and one is an eerily 
familiar homage to Diablo, complete with undead guardians, chests 
and crates that you can smash open for treasure, and a very 
Diablo-like soundtrack. In one of the night elf missions, you must 
sneak through a forest filled with vastly superior foes, relying on 
your units’ stealth ability to keep you out of combat. One of the 
Scourge missions also has you sneaking, this time in the middle of 
a human village, gathering hidden Acolytes to your evil cause. 

Other missions offer more familiar challenges: build a base, build an 
army, and defeat your foes. Nearly all of the missions are interesting, 
even if most are rigidly linear and unstrategic, and the pacing is spot 
on. Just when you start to get tired of exploration missions, the game 
will hand you a classic base-building mission. Just when you start to 
get tired of base-building, the game will ask you to guide a ponderous 
army of living trees through the middle of a three-way battle. 

The different races also help keep the game fresh and interest- 
ing. You play each in succession (Humans, Scourge, Orcs, and 
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Night Elves), and while the Orcs and Humans will feel awfully 
familiar to anyone weaned on previous Warcraft games, the 
Scourge and the Night Elves are two new cups of tea. The Scourge 
does not merely build on the maps; it infects them. Acolytes 
“haunt” gold mines by chanting, and your main base structure 
spreads Blight across the land, withering trees and turning grass 
into blackened earth (the rest of your structures can only be con- 
structed on Blighted land). Horrific Meat Wagons collect corpses 
for your Ghouls to feed on. You can sacrifice loyal Acolytes to cre- 
ate stronger units. It’s pretty gruesome. 

The Night Elves, by contrast, live in harmony with nature. They 
don’t chop down tress for lumber; they send Wisps (the basic 
worker unit) to inhabit them. Their “buildings” are actually giant, 
sentient trees capable of lifting themselves out of the ground and 
walking around. That means that you can move you base around 
the map, albeit slowly. Many of the Night Elf units focus on stealth 
and scouting—when the sun goes down (the game features a con- 
stantly running day/night cycle), some turn invisible as long as 
they are standing still. 


Prodding the multiplayer envelope 

After the role-playing tilt and refreshing variety of the solo game, 
the multiplayer portion is a bit of a letdown. Blizzard has always 
pushed the envelope in the online arena, but in this instance they 
have opted instead for soft prods and gentle words of encourage- 
ment. It’s not bad, but it’s not particularly inspired, either, with the 
same stale selection of team matches and free-for-alls that Blizzard 
brought us in Starcraft... or in Warcraft II, for that matter. Two 
very interesting variant maps add a very small measure of spice to 
the mix. One is a hero-only adventure map that plays a bit like 
Gauntlet. The other can’t be easily explained. It involves sheep. 

More missions like those—and more that capitalize on some of the 
solo game’s fascinating variety of quests and characters—would have 
made the multiplayer experience more memorable. As it is, you’ll have 
to rely on player-made maps (the game comes with an editor) to explore 
the potential of the online game. 

One part of the multiplayer experience that does shine is the 
matchmaking service. Blizzard has constructed a system of random 
matchmaking that hooks you up with players of equivalent skill play- 
ing on maps that you like in a quick and efficient manner. The out- 
come of every random match that you play determines your position 
on a global ladder, which Battle.net in turn uses to match you with 
appropriate opponents in your next random game. It’s going to take 
some time to see how well it will work once players start spreading 
out on the ladder, but it’s a good idea. More games should do this. 


That old Blizzard magic 

Few developers can match Blizzard in terms of sheer production 
values, and in that respect, Warcraft III is a typical Blizzard game. 
It’s not a typical strategy game, and at times it’s not much of a 
strategy game at all. Does that bother you? Stop worrying so much 
about the genre of the game and ask yourself whether or not you 
are having fun. The answer is probably “yes.” 


Story-driven game with a fantastic story and characters, 
loads of style, and top-notch production value 


UPSIDE 


DOWNSIDE 


As a strategy game, it’s less impressive 
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Hired Teams Trial Gold 


Cc * 


GENRE 3D Action DEVELOPER Magnussoft 
PUBLISHER Summitsoft Entertainment 
REQUIREMENTS Pentium 233, 64MB RAM 
MULTIPLAYER 2-32 players; Internet, LAN 
ESRB Mature 


If it weren’t for the fact that Unreal 
Tournament is already in the budget bins, 
you could call Hired Team Trial Gold a 
poor man’s version of that deathmatch-cen- 
tric game, but only if you were feeling real- 
ly generous and didn’t mind playing some- 
thing terrible. Using what seems to be the 
Quake engine modified to contain many, 
many shiny things, Hired Team is basically 
a deathmatch against either lame bots, or 
(one could guess) lame humans. What’s 
remarkable about the game, given how late 
it is coming to the market, is how it man- 
ages to get nearly everything perfectly and 
exactly wrong. 

It’s not just the fact that the developer 
seems to truly believe that an out of date 
engine and ugly graphics can be overcome 
simply through the devout worship of the 
gods of chrome, or even the completely 
clichéd overall design. Excessive shininess, 
coarse models, and a very old school look 
could be forgiven in the face of solid action. 
Unfortunately, the basic gameplay in Hired 
Teams is just lousy. Controls are slippery, the 
guns are unbelievably imbalanced, and the 
action feels more harried than harrowing. On 
the upside, if you’re into shiny things, this is 
your ticket to ride. —Jason D’Aprile 


Navy SEALS 


EXIM « x 


GENRE Action DEVELOPER Jarhead Games 
PUBLISHER ValuSoft REQUIREMENTS Pentium Il 
300, 64MB RAM MULTIPLAYER None ESRB Mature 


For those with a hankering for something 
of a more realistic military bent, but don’t 
want to shell out for Soldier of Fortune II, 
and distain the strategy of a Tom Clancy 
game (or the multiplayer action of Counter- 
Strike), there’s Navy SEALs. Using the 
LithTech engine, because it’s cheap, SEALs 
places you as a lone member of the vaulted 


Special Forces group out to restore order in 
all of our nation’s current favorite places to 
find cave dwelling terrorist fiends. 

Ignoring the fact that the game appar- 
ently thinks all Arabs really do look exact- 
ly like Saddam Hussein, this jaunt into the 
carefree world of a Rambo-like Special 
Forces soldier veritably reeks of all the 
quality expected from a budget title. To 
that effect, the weapons are standard, the 
enemies look the same in each of the loca- 
tions, and the map design is both unin- 
spired and at times perplexing. That said, 
no part of the game is distinctive enough 
to be particularly terrible either, and 
there’s a blessed lack of extremely shiny 
surfaces. —JD 


Shadow Force: Razor Unit 


CM + + 7 


GENRE Action DEVELOPER Fun Labs 
PUBLISHER Activision Value REQUIREMENTS 
Pentium II 333, 64MB RAM MULTIPLAYER 2-32 
players; Internet, LAN ESRB Mature 


Rounding out this trio of cheap thrills is 
Shadow Force: Razor Unit, whose develop- 
ers keenly understand the importance of 
having a cool name. To say Razor Unit is 


< REVIEWS 


[counter-clockwise] Hired Team - A lit- 
tle bit Quake, a whole lot terrible. 
>>> Navy SEALs - Death from 
above to the minions of evil! >>> 
Shadow Force - Quit shining that 
damn light in my face, Anti- 
American scum! 


the best of the bunch wouldn’t be much of 
a stretch though. For one thing, it has sur- 
prisingly solid 3D engine powering it. 
While the actual level architecture has the 
usual blocky, Quake-engine sort of feel, 
there are some keen uses of lighting here, 
from flickering torches, to enemies with 
flashlights that move around in such an 
erratic fashion you almost feel as if you 
should doling out Ritalin instead of bullets. 

The game tries hard to strike a balance 
between a semi-realistic military experi- 
ence and pure action. On one hand, the 
guns are super accurate, the enemies gen- 
erally mindless and plentiful, and run and 
gun action always takes precedence to any 
other tactic. Yet, the game tosses weird 
horseshoes of realism in like the inability 
to save at all during a mission, visual dis- 
tortion when injured, a very limited 
weapon holding capacity, and (oddest of 
all) no way to improve your health. 

The box hypes the multiplayer modes 
more than the ten-mission single player 
campaign, yet offers no easy way to find 
other players online. There’s no specific 
server for Shadow Force, so you’ll have to 
either find a specific IP address hosting the 
game, or host one yourself, then hope your 
friends show up. For around $15, howev- 
er, this is decent package with lots of 
cheap thrills. —JD 
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The many scenarios available for solo 
or multiplayer games are varied and 
colorful. >>> Large maps and lots of 
units are no sweat thanks to the excel- 
lent interface. 


The new king of fantasy strategy 


by Robert Mayer 


Magical Strategy DEVELOPER Triumph Studios [www.triumphstudios.com] 
Take 2 [www.take2games.com] RE EI S Pentium Il 300, 64!MB RAM 2-8 
players; Internet, LAN, e-mail, hotseat ESRB Teen 


Buy this game. Now. 

With Age of Wonders II: The Wizard’s Throne, Triumph 
Studios has outdone itself. If you have any interest in fantasy 
strategy, any love for a classic blend of empire management 
* and tactical combat, or any appreciation for just how beautiful 
EDITOR'S a game can be, you owe it to yourself to experience this game. 
CHOICE Rarely has a sequel managed to capture all of the things that 

made the original good, and made them better. It’s even more 
rare when a game makes as many changes to an established formula as this 
one and gets away with it. This is without a doubt the best of a genre that 
many felt reached its apogee with Master of Magic more than a half decade ago. 

From the stunning visuals, to the finely tuned mechanics, it is a masterpiece of 
rare quality. Expect long nights battling evil wizards, and long days battling your 
evil job as you itch for a chance to resume the fight. It’s not so much a matter of 
great originality, either. Virtually everything here you’ve seen before, though 
never all in one place. What Triumph has done is carefully adjust the classic build, 
explore, and fight formula, tweaking it here, pruning it there, to create something 
that is far more than the sum of its parts. It’s the difference between a Jaguar and 
a Chevy. They’re both cars, but one is art, the other mere transportation. 


A turn for the better 

Carried over from the first Age of Wonders is the basic turn-based framework, 
consisting of strategic maneuvering zooming in to tactical battles when com- 
bat occurs. If you played the original, you’ll be familiar with the races, the 
spells, and the resources. Most games still start with you, your wizard, and a 


handful of troops dumped unceremoniously onto the map and told to go forth 
and multiply. You capture cities, build armies, recruit heroes, cast spells, 
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gather resources, and slaughter your foes. That, 
however, tells you as much about this game as say- 
ing baseball involves hitting a ball with a stick; it’s 
the details that make the game. 

Details like exquisite artwork, with 3D effects and 
terrain, and superb 2D sprites for units. A smooth 
continuous zoom in strategic and tactical modes, so 
you can get just the right battlefield view. Closely 
balanced yet wonderfully distinct sides, and vast 
array of truly useful spells for both combat and gen- 
eral use. There’s even the option to play with simul- 
taneous turns, to speed up multiplayer and even sin- 
gle player games. The cut scenes are uniformly excel- 
lent, as is the voice acting. It’s a class act all around. 


The man in the high castle 
The single biggest change is in how you play your 
wizard, and it’s for the better. Your wizard can fight 
but is much more effective staying put in a wizard 
tower somewhere. You can only cast spells within 
your domain, a radius that extends a short distance 
from your person but which can span vast areas 
when your wizard is in a properly equipped tower. 
Heroes lead your armies into combat and help 
extend your domain as well, and magic relays on the 
map spread your influence. To win, though, you 
have to build or capture a tower, and then upgrade it 
to cover the map with your power. If your wizard is 
defeated in battle, he or she will reappear in the 
closest wizard tower you possess, so they also insure 
your immortality. 

This focus makes the game infinitely more strategic 


than before. Protecting your own towers, and capturing 
the enemy’s, dictates the movement of your armies. 
Orchestrating an invasion of another wizard’s domain 
requires planning and daring for there are often severe 
penalties for fighting on another wizard’s turf. Domain 
spells can turn the very earth into fire or pestilence, 
damaging your armies every step they take. In battle, 
you can be subjected to devastating spell attacks when 
fighting in your foe’s backyard. The only way to suc- 
ceed is to push your own domain ever outward, at least 
allowing you to counter attacks and to mount your 
own. It’s a tense game of ebb and flow, and it’s thrilling. 
In the solo game, you play a human 
wizard, Merlin, through a series of 20 


[clockwise from right] Elves may smell funny, 
but their archers and magic kick orcish ass. 
>>> A battle for a small Halfling village. 
>>> Starfire lances through Nekron, the 
nasty boy of death. magic. 


missions divided into seven spheres of magic. With in 
most spheres, like Fire, Water, Life, Death and so 
forth, you’ll have two or three missions, one of which 
is optional. The final mission, Evermore, is a special 
Cosmos sphere mission, using spells from all realms 
of magic. Spells you research, heroes you recruit, and 
items you find carry over with spheres, but not 
between them. While initially frustrating, it’s a good 
design decision. By the end of three sphere missions, 
your wizard usually has all the spells of the sphere, 
and many additional skills besides. Heroes will also be 
truly formidable, and to carry all of this forward to the 
next sphere would make research and recruitment 
moot in short order. The game’s fiction explains why 
you learn each sphere of magic in order, and it works, 
leading up to the final battles where finally you get to 
use everything you’ve learned. 


Strategy and tactics 

Both strategic and tactical play is compelling. Gathering resources means seizing 
control of gold and mana producing structures, which fill your coffers mundane 
and magical as long as you retain ownership. Some of these structures expand 
your domain as well, and they quickly become focal points for conflict. There 
are four levels of habitation, from outpost to city, and numerous upgrades, from 
basic wooden walls to teleportation chambers. Everything costs gold and pro- 
duction points, which translates into money and time. The bigger and more pro- 
ductive your cities, the faster you can build things. Most units and many struc- 
tures have prerequisites, and efficient play demands that you plan what each 
city will produce, and build accordingly. 

Every unit you build requires upkeep, either gold or mana. Money manage- 
ment is crucial, as you can neither build nor 
maintain a large army without an effective infra- 
structure. Attacking the enemy’s infrastructure 
becomes a viable tactic; there’s nothing quite as 
pitiful as a wizard who can afford only a couple 
of peasants as an honor guard. You also have to 
manage race relations, as your race will determine 
how well certain troops react to your leadership. 
Humans are generally neutral, but leading an 
army of the Undead with an Archon wizard is 
asking for rebellion. 

Once you’ve built your armies you get to use 
them, and that’s at least half the fun. The map uses 
an invisible grid of hexagons to regulate move- 
ment, and each is its own distinct battlefield. 
Attack an enemy stack in the woods 
and you fight the battle among the 
trees and rocks of the forest. Assault a 
city and you’ll find the enemy man- 
ning the walls. It’s not just a one-on- 
one affair, either. Every stack adjacent 
to the one being attacked participates 
in combat, with profound implications 
for offensive and defensive strategy. 
Surrounding the enemy on the strate- 
gic map means you start the tactical 
battle coming at him from all sides, 
and grouping your stacks in tight formations means the enemy can’t single out 
one and defeat you piecemeal. It’s an elegant way of adding depth to both strate- 
gy and tactics, and it’s fantastically fun as well. 


The new master 
Stop pining for a new Master of Magic; it’s here. It doesn’t have the random maps 
of the classic MicroProse title, nor the free-form city creation, but it’s better in 
every respect. The tactical combat is superb, the look is breathtaking, and if you 
want to, you can build pioneer units and found your own cities wherever you 
please. The single player campaign, though linear, is beautifully done, and there 
are a host of stand-alone missions for solo and multiplayer games. There’s also an 
editor so you can try your hand at matching Triumph’s skill at world building. 

Good luck. This is such a finely polished game that you’ll have a hard time 
equaling, let along surpassing, the job they’ve done. Age of Wonders II casts a 
massively powerful spell of 
gaming joy, and it’s one you 
can’t resist. 


Gorgeous, polished, deep, truly 
magical gameplay 


The Killer Penguins from the origi- 
nal didn't make it into the sequel 
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Uncommon Valor Rae 


A successful combination of scope 
and detail in the South Pacific 
by Tom Chick 
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[left] Would someone put the Yorktown out? >>> [above] The Japanese 
16 2 FAF-3 Wildest running transports to Guadalcanal along the infamous “Slot” 
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and armies. Your job is essentially to position them 


Retin te Pearl Hasbos 4 | Next Shipia TF ack : and give them missions during the orders phase, 
which the AI performs for you during the daylong 
GENRE Wargame DEVELOPER 2by3 Games [www.2by3games.com] PUBLISHER Matrix execution phase. At this point, you’re a spectator as 
Games [Www.matrixgames.com] REQUIREMENTS Pentium II 400, 64MB RAM MULTIPLAYER sightings and combat reports roll in. Battles play out 
2 players; E-mail ESRB Not Rated in a series of animated screens that’ll have you biting 


your nails in anticipation of the results. Will your 
dive bombers get through enemy defenses? Will 


A good Pacific wargame like Uncommon Valor leaves you wondering what all those destroyers get close enough to launch torpe- 
the fuss is about Europe. Who needs another landing on some godforsaken does at your battleship? Will those high level 
Normandy shore or yet more trudging through hedgerows to St. Lo? Forget the bombers ever hit anything? 
Ardennes, Smolensk, and Tobruk. Like all wars of centuries past, the European A lot of time, particularly in the longer scenarios, is 
theatre of WWII was a game of geography, with rules revolving around this spent moving supplies around. There are options to 
city here, that river there, and how quickly your army could move around this automate some of this quartermastering, but there’s no 
forest or through that winter. Nations pounded away at each other and waited denying it’s an unsexy and crucial part of the game. 
months for the tides of war to turn. The battle of Guadalcanal, which serves as a center- 
But the war in the Pacific was substantially different, more fluid and dynam- piece for the game, was largely a matter of which side 
ic, which is one reason Uncommon Valor is such a remarkable achievement. could transport the most troops and supplies. 
Battles were dictated by how far an airplane could carry a torpedo under its Uncommon Valor is limited to the struggle following 
belly and on which little island engineers knocked over jungle to build an Pearl Harbor around the Solomon Islands, an archipel- 
airstrip. Aircraft carriers were like queens on a chessboard, at once mobile, ago that the Japanese could have used to seal off 


powerful, and vulnerable. A single bomb through the deck of a carrier could be Australia (ironically, the game’s title is taken from 
just as important as months of carefully building up bases. This debut title from | Admiral Nimitz’ remark about the Marines who took 


veteran wargame designer Gary Grigsby’s new company, 2by3 Games, captures Iwo Jima, a battle one year and a thousand miles from 
beautifully these unique elements of the war in the Pacific. anything in this game). There are 17 scenarios, ranging 
One of the problems it tackles so well is the juxtaposition of detail—the from single carrier battles to the extended campaigns 
importance of that one bomb—and scale—those months of building up bases. that really flex the game and breathe some variability 
There are veritable oceans of data in Uncommon Valor and the interface and into the way the war plays out, and with play-by-email 
documentation do a splendid job of helping you wade through it at whatever support, it has longevity as a multiplayer game. 
level you want (although it’s surprising that a game with so many long lists There aren’t many wargames that model combat 
doesn’t have support for a mouse wheel). However, you don’t have to monkey on sea, under sea, on land, and in the air. And until 
with most of the minutiae since it plays at an operational scale, somewhere now, there weren’t any that did it with this smooth- 
between the tactical carrier management of SSG’s Carrier at War and the grand ly, presenting the sweep of the war in the Pacific 
strategic scale of Grigsby’s War in the Pacific. with such detail. With Uncommon Valor, 2by3 Games 
One problem with this scale is that you don’t have the level of control neces- has created what is easily the most polished, intelli- 
sary to use your ships aggressively without letting them do stupid things like gent, and satisfying wargame since Combat Mission. 
wander within range of enemy torpedo bombers. There are also frus- 


trating instances in which ships are immune to air strikes if they’re UPSIDE Finally, a solid wargame covering all elements of the 

only moving short distances, even though they’re moving within range war in the South Pacific 

of enemy aircraft. Some of the game’s mechanics aren’t clear, or simply 

aren’t explained. But the end result is a game that spares you the tedi- 

um of micromanagement and allows you to make broad decisions. 7 
The basic playing pieces are naval task forces, squadrons of aircraft, RATING KKK Kk 


DOWNSIDE The scale is sometimes too coarse and much of the 
mechanics are deep under the hood 
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Pain-riddied adventure 


Saturn Plus 
yi sini. Ouch, ouch, owie, ouch 
Pentium II 400, 
64MB RAM None by Cindy Yans 


Teen 


Jazz and Faust had an interesting premise. Note the use of past tense. At first 
glance, from early previews and stills, you may have gotten your hopes up that 
you might be looking at a coup for the adventure genre, and a coup for its new 
Russian development house. It has some very lovely 2D rendered backgrounds 
over three Asian-inspired territories, some 90-odd locations, a 
simple point and click interface, and two convergent storylines 
from two character perspectives designed to give more body to 
the plot and to add the element of replayability—all of the 
things that tend to make an adventure gamer sit up and take 
notice. Unfortunately, Jazz and Faust is hard-pressed to make 
your pet bulldog sit up and take notice, despite the rump roast 
you cleverly glued to the screen. 

You get to choose to play as Jazz, a woefully pixellated 3D 
smuggler intent on discovering some ancient lost treasure, or 
Faust, a woefully pixellated 3D sea captain of the schooner 
“Invisible,” intent on finding the red-haired green-eyed beauty of 
his dreams—a woefully pixellated 3D brunette named Lousa 
(yes, “Lousa,” not “Louisa”) who must have either been wearing 
a wig when Faust first saw her, or later gotten a dye job that he 
failed to notice. The good news is that the game is blessedly 
short. The bad news is that in order to get to the final anticli- 
mactic “is that all there is?” cutscene, you have to play all the way through this 
plot-troubled travesty twice. Stock up on aspirin and Vivarin. 

As is fairly common in adventure games, the plot is linear, but this game takes 
it to a new level, breaking almost all of the rules of good game design seemingly 
to facilitate the lives of the programmers. When directed over an appropriate 
object, the cursor changes into a “look at,” “talk to,” “pick up,” or “use” icon. Not 
unusual. The problem is that objects and people that didn’t highlight initially mag- 
ically become available if the sequence dictates that now you should be able to 
pick up the aubergine, or talk to the gnu, or move the statue’s left buttock. As you 
are plowing through incongruous puzzles and tedious Fed-ex routines, you find 
yourself doing what every seasoned adventure gamer does—attempt to use every 
object in your inventory with every other object until no more permutations exist. 


[clockwise from top] Sometimes Jazz and 
Faust’s paths cross. >>> Cityscapes 
such as this are one of the game's 
only highlights. >>> Despite the 
detailed foliage, Jazz still sports the 
pointiest chin ever. 


Then you begin to run the cursor in “lawnmower 
mode” up and down every pixel of every possible loca- 
tion. Eventually some long-forgotten item highlights. 
Now there are two scenarios. Either the next step is 
ridiculously obvious (there actually is a give-the-bone- 
to-the-dog puzzle) or you once again employ every 
object in your inventory. Often, a cursor highlights 
something you’ve already used that will never “react” 
again, or someone to whom you've already spoken 
who no longer has available dialogue (a blessing, real- 
ly). Your character will path himself to the proper spot, 
and bend over as though using the no-longer-hot 
object, or speak to the forevermore mute NPC. Sloppy, 
sloppy, sloppy... and only one example of the buggy 
gameplay, not to mention pathing problems that leave 
your character “stuck” behind an urn somewhere, or 
typos in the written dialogue, or misfired sound cues. 
Sadly, however poor the English translation, you’ll 
wish that all you had to do was read the text. 
Embarrassingly bad dialogue (“Oh what a fool am I...”) 
doesn’t even come close to rivaling the terrible, horrible, 
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no good, very bad voice acting 
and cheesy lounge music. Of 
course, turning your volume all 
the way down is one solution, or, 
if you’re lucky, the voices may 
slip into Russian at some point 
(no kidding), which would really 
be a boon, unless you happen to 
speak or understand Russian. 

In short, if you haven’t bought 
the game, don’t. If you haven’t torn the shrink wrap, 
don’t. Return it before it’s too late. If you have torn the 
shrink wrap, consult your retailer’s return policy. If you 
actually do decide to play it (and no, your bulldog will 
not do it for you—rump roast or no rump roast), have 
some antacid nearby to neutralize that aspirin-and- 
Vivarin-sat- 


urated bile. 
It’s fairly short 


Not short enough 
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Blood simple 


by Tom Chick 
Vampiric Action DE 2 Crystal 
Dynamics [www.crystald.com] 
Eidos[www.eidos.com] Pentium 
Ill 450, 128MB RAM None 


=SR8 Mature 


The first ten or maybe twenty times 
Kain sucks the blood from a quivering 
freshly killed corpse, it’s kinda gnarly 
and gross and maybe cool if you’re into 
that sort of thing. The over-the-shoulder 
camera swoops around so you can see 
him drop into his “I’m a bloodsucking 
fiend” crouch. His eyes glow red (well, pink, actually), he curls his 
claws as if he were invoking evil spirits or palming a beach ball, 
and then a stream of blood shoots from the victim’s chest into his 
mouth. He looks like a projectile vomiting Goth rocker, part 
Marilyn Manson, part Edgar Winters, part KISS reject. 

It gets tedious the hundredth 
time you have to sit through this 
scene after killing yet another 
random bystander to offset your 
continually draining hit points. 
In theory, your draining hit 
points recreate the classic vam- 
pire dilemma of having to feed 
to stay alive. You know, you 
must kill to survive, the blood of 
the living sustains the flesh of 
the undead, yadda, yadda, 
yadda. In practice, however, it 
means you have to scour the 
levels for every single warm- 
blooded creature as if they were 
coins in a Super Mario game. If 
you don’t kill everyone, you’ll 
be weaker for it, because Blood Omen 2 introduces the idea of Lore. 
It’s like experience points. Every time you feed, you earn a little 
Lore. Earn enough and you get more hit points. Sometimes you find 
Lore sitting around in boxes. It’s the vampire game equivalent of 
crates of ammo. But by and large, you get it by sitting through hun- 
dreds of Kain’s “I’m a bloodsucking fiend” interludes. 

You don’t have to look too hard for your victims, because Blood 
Omen 2 is a rigidly linear trudge through perfunctory level design 
and non-interactive environments. It goes something like this: city, 
sewer, boss, city, fortress, boss, city, tunnels, boss, city, extra-planar 
boss in another dimension, game over. Along the way, you solve 
puzzles with switches and crates. For the more complex puzzles, 
you have to find the switches that activate the switches. Combat is 
essentially a string of canned moves, with stiff unresponsive anima- 
tion and sloppy collision detection. Your job as the player is to figure 
out the right pattern of button presses through trial and error. This is 
especially pronounced during the boss sequences, which consist of a 
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[inset] Are you ready to rock? >>> [above] In case you 
haven't noticed, I’m a bloodsucking fiend. >>> [below] 
There’s a medicated cream that can help this condition. 


few stages each. Until you figure out the patterns for 
each stage, you get to start over from the very begin- 
ning until you can get it right all the way through. 

Between bouts of exposition that pass for a story, Kain occasion- 
ally muses something dirge-like that passes for character develop- 
ment. Voice actor Simon Templeman’s somber tones sound more 
bored and disgusted than sinister. There’s a muddy sameness to 
the game even as Kain learns new powers. In fact, the most notice- 
able progressions are Kain’s costume changes. Blood Omen 2 rarely 
feels like anything other than being shunted through a series of 
tunnels in a rote exercise of connect the save points. 

The only sense of discovery comes from finding the new ways 
Kain can skewer, mutilate, and abuse his victims with different 
weapons and fatality moves. If you get off on this sort of thing, you 
can thrill to the various animations of Kain doing things like lifting 
someone by her throat and sticking a sword into her belly as if she 
were a Slab of meat, complete with the slicing sound of a kitchen 
knife thrust into a casaba melon. It’s enough to make you long for 
the tasteful maturity of Blood 2. 

The worst thing about Blood Omen 2 is how far it’s fallen since 
the original in 1996. That game featured constantly evolving 
mechanics, powerfully drawn characters, and a vivid world that 
felt vast and alive. Most importantly, it showed an earnest affection 
for the classic vampire mythos you find in those 70s Hammer hor- 
ror films with Peter Cushing and Christopher Lee. There was a tan- 
gible sense of glee as Templeman cried “Vae Victus!” (Latin for 
“woe to the conquered”) while Kain twirled his twin axes, Havoc 
and Malice. Blood Omen 2 has none of this, opting instead for juve- 
nile bloodshed, comic book artwork and characters, and fight ani- 
mations lifted directly from Yuen Woo-ping’s choreography. It’s as 
if the developers at Crystal Dynamics have seen The Matrix a hun- 
dred times, but they wouldn’t know a vampire story if it bit them 
in the neck. After two moderately interesting Soul Reaver sequels, 
the Legacy of Kain series has finally been stripped of any worth- 
while gameplay, storyline, or atmosphere, leaving only a classic 
example of dull, unimaginative, soulless game design. 

Please, someone put a stake in the series, because it’s done. 


As conceived in 1996, Kain is one of 
computer gaming's most vivid anti-heroes 


Oh, what a noble vampire is here o’erthrown 
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[above] | think that’s going to hurt. >>> [below] Can even a morbidly 
obese body contain this much blood? 


mix—shotgun, minigun, rocket launcher, flame thrower, 
grenades, and so on—with an interesting twist. Most have 
secondary fire modes, some of which are radically different 
from the primary one. The most interesting of these is the 
shotgun, which can also produce a protective force shield 
that covers the front of your body and is very useful when 
rushing enemy positions. 

Gore’s enemies aren’t a particularly varied lot. You’ll fight 
the same 10 characters repeatedly, on level after level. 
However, their equipment does change. The tall, beer swilling 
Hells Angel that tries to punch you out on the first level 
(when he’s not busy chugging, anyway) is blasting you with a 
four-barreled shotgun by level ten (though he still spends 
more time drinking than fighting). Worse, your foes start to 


GENRE First-person Shooter DEVELOPER 4D Rulers G ° U lt : t Sy ld M 
[www.4drulers.com] PUBLISHER Dreamcatcher [www.dream- O re ® i mM ‘@ e O i e r 
catchergames.com] REQUIREMENTS Pentium II 350, 64 MB Fast, fun, and forgettable 
RAM MULTIPLAYER 2-8 players; Internet, LAN ESRB Mature 

by Dave Markell 


Gore: Ultimate Soldier is a conscious throwback to _ wear the same armor 
the simpler titles that launched the shooter genre, ee | 
games that focused almost exclusively on non-stop 
action. Set in the near-future, its flimsy plotline (war 
between the United Marine Corps and the Mob has 
killed 70% of the world’s population and ruined 
what’s left of the planet) serves as excuse to hurl the 
player through a nicely varied series of levels at 
breakneck speed. This may be the fastest-paced first- 
person shooter ever released. 


you do, making for 
interesting tactical deci- 
sions. Do you blaze 
away at their Kevlar- 
encased torsos, or try 
for a more difficult 
headshot? If you do hit 
the armor, it takes pro- 
gressive damage and is 


Gore’s 25 levels are relentlessly linear. While you — _ eventually blown right 
occasionally seem to be given a choice of direction, off the target, which 
all but one immediately dead ends. There are no serves as Gore’s only significant graphical innovation. 
levers, keycards, or pressure plate puzzles to slow Aside from the armor effects, the graphics are strictly average. Suitable for 
you down, and your character sprints at Carl Lewis lower-end machines, Gore’s character models, textures, and settings tend to be a 
speeds that require some adaptation time. Climbing touch cartoonish or underdone. 
down ladders without taking fatal leaps off the edges Unsurprisingly, Gore’s multiplayer modes are just as frantic as the single 
of buildings is very difficult, and players accustomed player game. Characters run, jump, and strafe at speeds greater than that of any 
to standard strafing tactics will find that aiming shooter in memory, and players with slow reflexes will get fragged in short 
while moving this quickly is more challenging than order. Although AI bots aren’t available, the seven multiplayer modes are other- 
usual. Still, once you make the necessary adjust- wise well done. In addition to the usual deathmatch, team deathmatch, and cap- 
ments, its fast pace contributes significantly to its ture the flag variants, there are assault (one team defends an objective that the 
play value, giving it a unique and interesting feel. other must destroy), infiltration (escort a VIP inside an enemy fortress), escape 
The enemy AI is generally good. While you can occa- (get out alive), and extermination (no respawn until the match is over) modes. 
sionally surprise foes and take them down before they Five years in the making, Gore would have been a top-tier title had it been 


realize you're there, they can do the same to you. Sniper __ released two years back. As is, it’s a solidly entertaining budget release worth 
fire in the outdoor environments is very effective. If you its $30 price tag. Other than the sheer speed, there’s nothing particularly revolu- 


can’t quickly spot the enemy and return fire, or find tionary or memorable here, but it does everything just well enough to be fun. 
effective cover, you’re probably going to get fragged. 
Just don’t use your sniper rifle to fight long-range duels. UPSIDE Fast-paced, no-frills shooter with plenty of entertaining 


Perhaps the game’s oddest feature is that rifle blasts are 
slow-moving and easy to dodge, rendering the weapon 
essentially useless. You’re better off sniping with your 
pistol or a machine gun, both of whose shots travel 
instantly to their targets. tn 
The rest of the weapons are a pretty standard RATING xK** 


action and some interesting weaponry 


DOWNSIDE Speed of the game can sometimes be a problem, a few 
of the weapons are duds, no truly original features, no 
bot play in multiplayer 
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[clockwise from top] The city building menu is very straightfor- 
ward. You also recruit units from this screen. >>> Javelins are 
flying and cavalry is flanking the archers as the battle ensues. 
>>> The pre-battle screen allows you to place your units 


by William Abner 


SE NRE 


Slitherin 
[WWW.S 


- Vaguely Historical Strategy DEVELOPER 


e Strategies/Paradox Software 
litherine.co.uk] [www.paradoxplaza.com] 


ISHER Strategy First [www. strategyfirst.com] 


4ENTS Pentium 233, 64MB RAM 


LAYER Multiplayer None ESRB Teen 


Don’t be fooled by the Paradox name on the box— 
Legion is no Europa Universalis. Any similarity 
between this game and the other is purely coinciden- 
tal; in fact, the primary developer is Slitherine 
Strategies, and this is a paper-thin manual “beer and 
pretzels” strategy game set during the age of Rome. 
Legion’s hook is its hands-off real-time combat 
engine. There’s no scurrying around with a mouse 
and hotkey commands; rather you draw up a battle 
plan by placing your units before the battle starts and 
issuing general orders to your legions, cavalry, 
archers, etc. With the press of a button the battle 
ensues and all you can do is watch it happen, hoping 
your orders are enough to get the job done. This is a 
novel idea but since you cannot do anything whatso- 
ever during an engagement, it’s frustrating that there 
are so few options and maneuvers available to you 
during the planning phase. You’re limited to ordering 
your units to advance, wait and advance, or advance 
and then wait (with varying time delays). You may 
also select basic formations such as line, column, 
wedge, and so on. There’s no hit and fade option 
(vital for skirmishers), no rallying, and no 
hold/defend command, so you cannot simply tell your 
archers to sit atop a small hill and fire down on the 
enemy or instruct a legion to stand its ground and 


wait for the attack to come to it. 
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The most alluring part of the combat sequences is the fact that basic military 
strategies such as hitting the flank and keeping the high ground work as they 
should. If you can attack with cavalry on a flank or attack from the rear, victory is 
almost a certainty but if you send a legion into the woods its combat effectives 
drops. The box touts historical accuracy as part of the package, but the battles are 
anything but realistic. Each is a 
fight to the death, as routed units 
are never seen or heard from 
again. If you lose a battle your 
entire army is wiped out, some- 
thing that rarely happened during 
this era of warfare. There’s no 
way to avoid a fight, either. Even 
if your army consists entirely of 
cavalry and the enemy is filled 
with infantry you’re going to 
war—there’s no running away to 
fight another day. 

The armies, while they gain 
levels of experience, are lead by 
nameless, faceless generals—no 
Hannibal or Scipio here. You can’t even rename your armies and after dozens of 
turns your army stacks become cluttered and hard to identify. Still, if you are able 
to look past all of these historical gaffes, Legion isn’t a bad game and can be addic- 
tive. The overland portion is turn-based and where the game excels; at times the 
enemy AI is highly effective. If you leave a city undefended on a border with an 
enemy you can expect an army to march on that city in a matter of a few turns. 
The AI could certainly do a better job in massing troops when at war with another 
nation, but at least it forces you to protect your territories. The diplomacy model 
however is rudimentary, offering only basic options such as declaring war, offering 
tribute, and suggesting an alliance. It does a good job in keeping the peace, at least, 
and allied nations usually honor an alliance. Sadly, the game is single player only; 
it would be ideal for e-mail or hot seat play, and their absence is a bit of a mystery. 

City maintenance is fairly basic. Cities harvest resources by building certain 
structures like mines, lumberyards, and farms, and are responsible for building 
unit recruitment facilities as well as other structures such as watchtowers, 
warehouses, city halls, and shrines. You build structures every four turns. This 
makes planning vital, especially late in the game as more advanced buildings 
are made available. 

In the end, Legion simply doesn’t know what it wants to be. It embraces many 
of the nuances of the Roman era, but falls flat in other areas. It’s really not a game 
about Roman his- 
tory; instead, it’s 
a light-strategy 
game that just 
happens to have 
Romans in it. 


Easy to learn, attractive maps, good tactics usually 
pay off 


Simplistic combat, lacks personality, no multiplayer, 
despite the hype is nowhere near historical 


It’s not an ugly game, though there are a bunch 
of visual glitches here and there. 


Big Biz Tycoon 


CE « » 


GENRE Tycoon Simulation DEVELOPER 
Animedia PUBLISHER Activision Value 
REQUIREMENTS Pentium 233, 32MB RAM 
MULTIPLAYER None ESRB Everyone 


Big Biz Tycoon is one confusing, and con- 
fused, game. It doesn’t even know what to 
call itself; the opening movie uses its 
Korean name, Venture Tycoon, and other 
parts refer to it as Big Business Tycoon. But 
that’s nothing compared to how baffling it 
is to actually figure out. The developer 
throws everything into the design—project 
management, human resources, distribu- 
tion, R&D, office management—but it’s 
impossible to see how anything relates. 
The tutorial is somewhere beyond useless, 
merely being a replay of someone playing 
the game, minus any sort of useful narra- 
tion or context for why you’re clicking on 
seemingly random icons. They may as 
well have videotaped a three-year old 
mashing the mouse and keyboard. 

It’s a complex game, letting you do tons 
of things, but there’s little information to 
instruct you on why you’d want to do most 
of them. To give a simple example, there’s 
a Sims-like mode for designing the layout of 
your office, but there’s little feedback on 
why you’d choose one desk over another, 
or why you wouldn’t want to place a toilet 
in the middle of the room. It doesn’t seem 
to bother employees, but who can tell? Who 
knows? Who cares? 

Other parts of the game try to be like 
Capitalism and Entrepreneur, but are equally 
baffling. You hire people, though it’s not 
clear why they do or don’t want to work for 
you, you assign them to tasks though it’s 
not clear what criteria you use, you produce 
things though it’s hard to tell why you’d 


choose one thing over another, etc. It’s all a 
mess of strange Korean business terminolo- 
gy and bizarre gameplay mechanics. (You 
can’t hire people unless you build up your 
strength playing golf? Huh?) 

What a mess. Even when it’s not baf- 
fling, Big Biz Tycoon gets completely 
bogged down in thoroughly not-fun minu- 
tia like repairing desks— is this “Office 
Manager Tycoon” or what?—instead of 
focusing on more entertaining things, like 
dominating competitors and/or employee 
relations. Or maybe it does focus on those 
things. Who knows? It’s practically impos- 
sible to tell. Or to care. —Steve Bauman 


Star Wars Galactic 
Battlegrounds: 
Clone Campaigns 


CNM * * 


GENRE Star Wars Real-time Strategy 
DEVELOPER/PUBLISHER LucasArts 
REQUIREMENTS Galactic Battlegrounds 
MULTIPLAYER 2-8 players, Internet, LAN ESRB Teen 


Calling Clone Campaigns the best add-on 
ever for a Star Wars real-time strategy game 
is a backhanded compliment, a bit akin to 
telling Natalie Portman her skin is smoother 
than sand. Though improving on Galactic 
Battlegrounds in many little, mostly cosmetic 
ways, the unholy/goofy miscegenation of a 
mythos in which every vehicle is supposed to 
average 900 parsecs per hour with a robust 
but nearly three-year old engine designed to 
recreate medieval engagements continues to 
feel like a grinding of stylistic gears. 

New content consists of two new fac- 
tions drawn from Episode II: the benevo- 
lent Galactic Republic and the opposing 
Confederacy forces led by Count Dooku. 
The single player campaign consists of 
seven Confederacy missions followed by 
six Republic ones and a bonus mission 
that takes place post-Jedi (and is pretty 
fun). You can now support up to 250 
units, including a number of new air units 
still rendered useless by minimal anti-air 
defenses, and boxy black power droids. 
When your biggest woogie unit in an 
expansion pack is a power droid, it’s prob- 


[top right] You guys mind? I’m trying to farm here. 
>>> Remember all, just aim for the lower half of 
Amidala’s tunic. And make sure the whole cir- 
cumference comes off in a perfectly straight line 
and doesn’t leave any blood. And...now. 


< REVIEWS 


ably time to just start making stuff up. 

AI glitches from Galactic Battlegrounds 
are still around, and it’s hard to get past 
the game’s dated look, especially when 
we've been so well trained to associate 
anything Star Wars-related with cutting- 
edge visuals. Clone Campaigns looks like it 
was shot on digital and transferred to 
super-8, further emphasizing the game’s 
distance from the film. In the movie, the 
Confederacy’s insectile anti-air mobiles 
streak across the sand like dervishes on 
their two whirling hoops; in Clone 
Campaigns they trundle along at the same 
snail’s pace as every other unit. The single 
note that rings true is the superb sound 
work, from the voice acting of dead ringers 
for Christopher Lee and Samuel Jackson to 
the cyclopean rumbles of heavy Republic 
artillery rolling into position. With any 
luck, battles on distant planetscapes will 
someday sound just like this. 

Meantime, LucasArts now has ample 
months to sandblast whatever mis- 
matched armies await us in Episode III to 
fit the jigsaw of their laser-modified Age 
of Kings clone.—Kelly Wand 
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GENRE Side-Scrolling Duke DEVELOPER Arush Entertainment 
[www.arushgames.com] PUBLISHER Sunstorm Interactive [www.sun- 
storm.net] REQUIREMENTS Pentium Il 350, 64MB RAM MULTIPLAYER 
None ESRB Mature 


Computer 


EDITOR'S 

CHOICE “Let’s rock!” is the familiar refrain that starts the game and it 
makes an old-school gamer want to party like it’s 1996 all over 

again. Yep, that foul-mouthed badass with the Bart Simpson haircut is back on 

the PC, and surprisingly he reappears with his roots showing. Duke may have 

gained first-person shooter notoriety with Duke Nukem 3D back in 1996 but he 

started his reign with 2D side-scrolling platform games. How fitting that while 


folks wait for 3D Realm’s aptly 


ride” when offered a ‘reward’ for a timely rescue. 
Suffice it to say the game is rated M for Mature, 
despite the fact that the humor works best for the 
sub-18 set. 

The gameplay is familiar to platform fans. Run, 
duck, shoot, climb ladders, and jump on moving plat- 
forms or over massive holes. Sometimes the level 
design fails and you have to make a leap of faith, 
sometimes you curse areas of the game because a 
trap is just a bit too unfair and some of the jumping 
puzzles are tedious, but that’s true of the genre as a 
whole. The Boss fights mostly consist of figuring out 


Dute Nukem: Mentatan Pret, LOVKE Nukem: Manhattan Project 


a side-scrolling potty-mouthed Your roots are showing! 
action fest worthy of the Duke. 


A much-maligned genre, 2D 
platform games quickly grew 
passé with the advent of 3D. Even 
Mario and Sonic won’t go there 


by Andrew S. Bub 


| PART 1 COMPE 
| TIME: 

KILLS : 
SECRETS : 
NUKES : 


[clockwise from above] Hail to the king 
baby! >>> Heh, just missed my flight. 
>>> Happier than a pig in... a SWAT 
uniform. 


any longer. Which only makes this game 
more impressive, especially for those won- 
dering how a modern platform game built 
with 2002 technology would play. 
Developer Sunstorm Interactive provides a 
satisfying answer: a side-scroller that’s 
dripping with style and using an impres- 
sive 3D engine to great effect. Yep, it may 
be 2D gameplay, but Duke, his enemies, 
objects, walls, etc., are all rendered in full 
3D even if moving from left to right is still 3 : 
the point of it all. The result is a 2D game «=! 
style that uses 3D graphics and makes for a strong enough game by itself that 
the Duke Nukem character, sound clips, and situations are just gravy. 

While the game itself is strong and evokes a sense of nostalgia, the Duke 
stuff does it even more. You hear Duke say all your favorite (borrowed) lines. 
His sexism is still lodged, along with his tongue, firmly in his cheek as he 
quips: “So many babes, so little time,” and “Hey watch it with those things” 
after rescuing an impossibly bodacious and bouncing bimbo (in Duke’s world, 
there’s no other kind of woman), and he even drolly intones “Must be 18 to 
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the pattern and then repeating it 
until the bad guy is dead. 

Duke gets the familiar shotgun, 
pistol, rocket launcher, and pipe 
bombs that are best used against the 
cracked wall secret areas. There’s a 
pulse rifle that can fire in multiple 
directions (shades of Contra) and a 
GLOPP rifle that amusingly turns 
mutants into their original state, 
which is small enough to tread 
upon. There are even jetpacks to 
a find to access new areas and find 
new power-ups. The enemies are 
PigCops, PigCops in SWAT outfits, 
crocodilian people and other weird- 
ness, and Duke ranges from city 
streets and rooftops, to sewers, 
Chinatown, and even a space station 
over the course of the game. 

There’s a story in here, some- 
where, but it doesn’t really matter. Bad guy spreads 
mutagen throughout bustling metropolis, badass 
comes to kill resulting mutants. Duke’s supposed to 
be in Manhattan yet there’s not a single NY landmark 
used, not even the infamous Scores Gentleman’s 
Club. Nor is there a single comment about Guiliani 
cleaning up Times Square, something Nukem had to 
be morally against. You just: Kill Bad Guys! Flip 
switches! Rescue babes! Collect Green Nuke Symbols! 
Turn off energy barriers find! Find exit! Keep moving 
left! Fight boss! Next level! You’re done! But it’s fun 
all the way through and sold at a budget price. Who 
needs Duke Nukem Forever? Let’s rock here instead! 


UPSIDE It's nice to see Duke again, and even nicer 
to have a great modern platform game 


It's a dated genre you either like or you don't 


RATING xk kk CC 


Ghost Recon: Desert Siege 


|RATING i amame, 


GENRE Tactical Shooter DEVELOPER Red 
Storm PUBLISHER UbiSoft REQUIREMENTS 
Ghost Recon MULTIPLAYER 2-8 players, 
Internet, LAN ESRB Mature 


The Desert Siege expansion for Ghost 
Recon includes a new eight-mission cam- 
paign set in the deserts of Africa, where 
Ethiopia is getting uppity and thinking 
about invading its neighbor Eritrea. The 
US normally wouldn’t be bothered with 
such an inconsequential event, but would- 
n’t you know that such a takeover threat- 
ens shipping lanes in the Red Sea? It’s all 
about economics, man, hence the involve- 
ment of the Green Beret “Ghost” teams. 
The missions are set in beautiful envi- 
ronments, with graphics that surpass those 
in the original game (at a cost of slightly 
lower performance). They all have varied 
objectives and feature a lot more bad guys 
than those in Ghost Recon. Most are dug in 
with lots of cover, and due to the same 
“jnsta-kill” AI that mars the original, the 
expansion is almost sadistically hard. All 
the game has to do is build in a small 
delay for the bad guys to react to your 
presence; even when sniping from great 
distances, the enemy has the uncanny, and 
unreasonable, ability to immediately spot 
you and return fire, and their pinpoint aim 
is the envy of sharpshooters everywhere. 
You end up scouting each mission with 
kamikaze team members before you for- 
mally try to complete the mission—if you 
restart enough, you'll eventually figure out 


The oil refinery level is partic- 
ularly impressive looking. 


where all the bad guys 
are, as their starting loca- 
tions never change. 

There are four addition- 
al multiplayer maps, one 
of which is a daytime ver- 
sion of the “Farm” map 
from the original. While 
online performance is still 
prone to warping, two 
new game modes, domi- 
nation and siege, add 
more variety. The former 
has you discovering and 
controlling zones for points, and the latter 
has you defending or attacking a 
base. Both are a blast when 
played with competent players, 
though the strength of the game 
remains playing the missions 
cooperatively with human team- 
mates and computer-controlled 
bad guys. 

Warts and all, Ghost Recon is 
still a thoroughly enjoyable 
game, though not a great one, 
and the expansion levels are uni- 
formly superb in both single and 
multiplayer. But make no mis- 
take, Desert Siege is for expert 
players only. —Steve Bauman 


Cossacks: The Art of War 


LRATING | hades 


GENRE Historical Real-time Strategy 
DEVELOPER GSC Game World PUBLISHER 
CDV REQUIREMENTS Pentium Il 333, 64MB 
RAM MULTIPLAYER 2-7 players; Internet, LAN 
ESRB Teen 


Pitting hundreds of units against each 
other in real-life historical scenarios can be 
a blast, especially if you have a fast com- 
puter and nimble fingers. Last year, 
Cossacks: European Wars delivered some 
furious and bloody combat that rivaled 
Shogun: Total War. The Cossacks: Art of 
War expansion provides two brand new 
campaigns and two entirely distinct 
nations, Bavaria and Denmark, plus an 
improved multiplayer experience. 

A new armada of galley ships and ferry- 
boats adds a new level of complexity to 


< REVIEWS 


battle. Now, transporting your troops over 
a river at the right time can mean the dif- 
ference between dying at the hands of 
Bavarian horseman or living to see tomor- 
row. Maps are larger and include more 
strategic choke points. The new difficulty 
settings help newbies survive the save-die- 
load-repeat syndrome of the first game. 
Sadly, many of the other flaws from the 
original game still exist, and seem even 
more obvious. The action on a high-end 
system becomes a mish-mash of rapid 
canon fire and hyperactive sword clank- 
ing. Send in two hundred gun-packing sol- 
diers across a bridge to free a galleon of 
helpless slaves, blink, and watch as they 
all perish in a cacophony of blood and 
body parts. If it didn’t happen so fast it 


In this scene, you have 
exactly four seconds to 
load up your peasants 
before you die. >>> 
[right] Storm the castle 
with a group of happy 
musketeers. 


might be gruesome. 

There’s a lot to be said about a game 
that doesn’t play like a warmed-over varia- 
tion of Command & Conquer. Forget tech- 
nology trees—this game has a technology 
forest that spans 17 pages. The graphics are 
colorful and in general, the AI is improved. 
Overall, though, there’s not enough inno- 
vation and too much clicking just to man- 
age all the troops and multiple resources 
for this to pull the Cossacks line into the 
top tier of strategy titles. —John Brandon 
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[left] Apparently, Nakatomi is heavily into servers. Probably 
for playing Quake. >>> [inset] The roof probably isn’t the 

best place to be right now.... >>> [below] When you find civil- 
ians, guide them to safety, but can you really trust this guy? 


focusing on overly linear maps, players could have had 
a much more interesting and free run through 
Nakatomi Plaza. On the upside, firefights among 
cubes, huge floors under construction, and in private 
offices are decidedly cool experiences. Being able to 
duck behind desks, or into doorways to avoid being 
hit, then lean out to spray machine gun fire is incredi- 
bly entertaining. 

What isn’t quite so entertaining is the reliance on 
essentially one weapon. While John gets various types 
of rifles and machine guns, ammo for anything 
beyond his basic pistol and sub-machine gun is so 
sparse that you’ll hardly use them. On top of that, he’s 
a lefty, and there’s no option to switch hands. This 
makes it hard to get used to aiming, but worse, the 
reload animation proves to be extremely intruding. 

The enemy AI actually manages to use some impres- 
sive tactics like ducking for cover, and leaning around 
corners to return fire. They’ll 
even act smart and try to 
come from behind occasion- 
ally. Other times, however, 
the terrorists are just brain 
dead, running right past you, 
or not noticing you at all. In 
addition to terrorists, for 
much of the game, you have 
to watch out for SWAT team 
members. They’ll shoot at 
you, but returning fire means 
an instant mission failure. 

Visually, the LithTech 


Die Hard: 
Nakatomi Plaza 


The Lefty Liberation Front gets its hero 


by Jason D’Aprile 


GENRE Move Tie-in Shooter DEVELOPER Piranha Games [www.piranha- 
games.com] PUBLISHER Sierra [www.sierra.com] REQUIREMENTS Pentium II 
400, 64MB RAM MULTIPLAYER None ESRB Mature 


There’s a general rule of thumb that kindly suggests movie licens- 
es always seem to translate into terrible games. Often rushed to 


market in time for either the theatrical release, or the video launch, engine’s tendency for boxy 
movie-based games tend to be forgettable bits of marketing drivel. So, Sierra’s design works well for the corporate environment. While 
Die Hard: Nakatomi Plaza finds itself in an interesting position, since it clearly Die Hard certainly isn’t a great looking game, the graph- 
wasn’t rushed out in time for the movie’s release, which was in, um, 1988. ics get the job done, and some of the character models 


No one is going to mistake Die Hard for a great shooter, but it still offers up an are very well rendered and animated. On the audio side, 
incredible amount of engagingly intense fire fights, and, as usual for the LithTech there are plenty of convincing gunfire effects, and the 


engine, a nice feel to the action. Plus, the concept is perfect for the first-person use of the movie’s dramatic score helps the pacing, 

shooter treatment. In fact, if there’s a major underlying flaw here, it’s where the though it gets tiresome after a while. The voice acting is 

game tries too hard to stick parts of the movie in the design. Including dialogue tolerable, if sometimes laughable. 

about how John already eliminated two terrorists, when he had probably killed Nothing in Nakatomi Plaza is particularly innova- 

about 50 by then, for instance, just makes no sense. tive or awe-inspiring, and the game isn’t likely to turn 
Since the movie was only two hours long, the developers added plenty of anyone away from other higher profile shooters like 

padding. Now, most of the Nakatomi skyscraper’s floors are accessible throughout Soldier of Fortune II. Still, if you want a cheap fix 

the game, and there are a host of new tasks for our tired and harried hero. For this filled with wall-to-wall terrorist capping action, Die 

elongated adventure, John will end up rescuing his limo driving friend, Argyle, in Hard: Nakatomi Plaza certainly fits the bill. It ain’t 

the parking garage, help lead a SWAT team further into the building, search for a great, but it’s certainly not terrible either. 


way to get the back-up power generator on, lead civilians to safety, and try to pre- 
vent the cops outside from being mangled by snipers. Indeed, there’s always 
something to do in the Plaza, and plenty of bad guys to kill along the way. UPSIDE Plenty of terrorist killing action, and fighting in an 
This constant forward momentum keeps the otherwise linear gameplay from office building has a gimmicky appeal 
getting too boring, but the level design still ends up feeling remarkably limited 
and redundant after a while. 

Through most of the game, the only unlocked doors are ones that lead to eee 
your objective. Had the design been a little more expansive, instead of RATING x*y 


DOWNSIDE Lame dialogue, nonsensical inclusion of movie lines, 
John’s a lefty, which just isn’t intuitive for most gamers 
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Form a band of adventurers using the 3rd Edition Fierce new monsters, powerful spells, magic 
Dungeons & Dragons® rules, feats and skills. items and quests await you on your journey. 
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Right out of the box, The Elder Scrolls III: Morrowind may be the biggest 
roleplaying game ever released. The successor to 1996’s remarkably 
freeform Daggerfall and 1995’s innovative Arena 

is an epic in every sense of the word. It features a sprawling land as 
detailed as any in fantasy fiction, dozens of monsters to be battled, thou- 
sands of non-player characters with which to interact, and hundreds of 
heroic quests to be accomplished. You could play for hours each day over 
a six-month span and still not experience everything that the continent of 
Vvardenfell has to offer. 

But that wasn’t enough for Morrowind project leader Todd Howard and 
the rest of the developers at Bethesda Softworks. Even though the hun- 
dred-person team dedicated the better part of six years to cramming the 
game world with every fantasy character and quest imaginable, the 
design was left open-ended so that more content could easily be added. 
That, plus the inclusion of the TES Construction Set and the recent 
release of a model exporter for 3D Studio Max, has ensured a steady flow 
of user-made mods and plug-ins. 

“The entire file system is set up for plug-ins to be added and removed,” 
said Howard. “We hoped that the community would embrace it, and it’s 
been really fun to see some of the stuff people have done. I’m actually 
surprised by the number of people who play with lots of plug-ins at once. 
P’ve seen users playing with 10 to 20 plug-ins at one time. And now that 
we've released the art exporter, I’m sure we’ll see even more stuff.” 
Perhaps it shouldn’t be surprising that some gamers are playing 
Morrowind with numerous plug-ins running at the same time. There are 
so many to choose from that you’d have to play with numerous types in 
each game session to have any chance of eventually sampling them all. 
Seven or eight are added nearly every day at leading Morrowind websites 
such as Morrowind Summit, Destination: Morrowind, and Morrowind 
Chronicles. As of late June, there were nearly 400 mods and plug-ins 
available. The sheer number of files makes it impossible to list specific 
favorties, but you can rest assured that virtually every aspect of the game 
has been covered. You can download plug-ins that add unique weapons 
and special artifacts, new races and monsters based on every fantasy 
archetype you can imagine, new and/or improved classes, quests that run 
the gamut from mundane to majestic, player-character dwellings in near- 
ly every region, merchants who sell interesting items, birthsigns for char- 
acters, and much more. Gameplay can be further altered with mods that 
adjust game difficulty and tweak statistics governing everything from 
combat to the weight of a gold piece. 
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a big game gets bigger 


Morrowind mods and plug-ins add to Bethesda’s roleplaying saga 


Bethesda itself has gotten into the action with 
some Official plug-ins. The company has already 
released five such files, including three new 
quests involving powerful artifacts, a collection of 
sound effects for the Bitter Coast swamps, and the 
option of learning how to entertain bar patrons 
with tricks and songs. According to Howard, 
more official plug-ins are on the way shortly, as 
the developers have a lot of fun creating them. 

“We have a wide variety of plug-ins planned, 
and once we see what things people enjoy the 
most, we’ll probably start doing more of that. We 
have things from new armor sets to whole adven- 
tures with new creatures in the works. Some are 
much larger than what is out now.” 

All of this means that Morrowind is on the 
verge of becoming more of a lifestyle choice than 
a game. With so much supplementary material 
being developed, it might soon be possible to play 
the game forever without actually finishing it. 
Even if you just grabbed all of the quest plug-ins 
available online now, you’d need to dedicate the 
better part of a year to getting through both them 
and the Bethesda originals. Calling Morrowind the 
biggest roleplaying game ever released might 
actually be an understatement. e 
DESTINATION: MORROWIND 
morrowind.ttlg.com/ 

MORROWIND CHRONICLES 
www.morrowindchronicles.com/ 
MORROWIND SUMMIT 

www.rpgplanet.com/morrowind/ 


MODS & ENDS 
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Neverwinter Nights 

Newbies Look Here 

Feeling overwhelmed by Neverwinter 
Nights? Budding module makers who don’t 
know where to start with the roleplaying 
epic’s impressive Aurora Neverwinter 
Toolset might want to check out the offi- 
cial website. Developer Bioware has posted 
a number of files to ease the burden on 
apprentice Dungeon Masters. This includes 
an extensive Module Construction Tutorial 
in PDF format (meaning that you’ll need a 
copy of the freeware Adobe Acrobat read- 
er). In nine chapters, it walks you through 
the process of creating a basic module. All 
manner of topics are covered, ranging from 
painting terrain and setting up doors to the 
creation of items and working with the 
NWN Script Language. You can download 
a sample version of the dungeon covered 
in the tutorial, just in case something goes 
wrong with your homebrewed effort. The 
official website also hosts a FAQ and user 
forum for the toolset, so answers to your 
questions should never be more than a 
click or two away. Check back here in sub- 
sequent months for more on the 
(inevitable) growth of the Neverwinter 
Nights module-making community. 


NEVERWINTER NIGHTS (OFFICIAL SITE) 
nwn.bioware.com/ 


Co-Operative Play 

Comes to MechWarrior 4 

One of the most prolific co-operative mode 
of play modders has turned his attention to 
MechWarrior 4: Vengeance. Rick “Dark” 
Francis, author of co-op mods and mis- 
sions for Rune, Aliens vs. Predator, and 
Ground Control, has added co-operative 
play to 19 missions adapted from the sin- 
gle-player campaign included with the 
December 2000 hit from Microsoft. Most of 


the missions have been balanced for four 
players, though you can expect a challenge 
with as many as six players, as long as 
most pilot light Mechs. All of the missions 
have been extensively renovated to feature 
new objectives, enemy units, and scripts. 
Both MechWarrior 4: Vengeance and the 
Black Knight add-on are required to use 
this mod. For more, surf over to the Mech4 
Co-Op site. 


MECH4 CO-OP 
www.mech4co-op.com/ 


| Fought the Law 

Having trouble with your latest crime 
spree in Grand Theft Auto III? If so, visit 
the GTA3 Mods and GTA3 Files websites 
for the latest in hacks and cheats. The 
GTA3 Ultimate Trainer allows you to 
change mission objectives, turn off the 
timer, and generally do whatever is 
required to get through an assignment 
with skin intact. For vehicular tweaking, 
download the Car Stat Editor and play 
around with the handling characteristics of 
every ride in the game. Weapons can be 
altered in a similar manner with the 
Weapons Stat Editor, and you can modify 
the in-game text with the GXT Editor. If 
publisher Rockstar Games ever gets around 
to releasing an official level editor, we’ll 
really be in business. 


GTA3.COM 
www.gta3.com/ 
GTA3FILES.COM 
www.gta3files.com/ 
GTA3MODS.COM 
www.gta3mods.com/ 


Back to Na Pali 


As the rest of the gaming world digs into 
Unreal Tournament 2003, a select few mod- 


ders are still experimenting with the almost 
three-year-old original. One of the hardest 
working groups is Team Vortex, which 
recently completed work on Operation Na 
Pali. An unofficial sequel to the original 
Unreal, this single-player/co-op mod ven- 
tures back to Na Pali in a search for three 
prisoners who survived the crash of the 
Vortex Rikers prison ship. It features 36 
maps, along with new enemies, music, and 
voice samples. Operation Na Pali requires 
Unreal Tournament, the latest official 
patch, and a high-speed net connection to 
help you download its 160MB worth of 
files. Head to the Operation Na Pali website 
for more information. 


OPERATION NA PALI 
www.planetunreal.com/teamvortex/ 


Heavy Metal: F.A.K.K. 2 


has dropped to the $10 range, which seems 
appropriate considering you'll need no more 
than 10 hours to finish it. Ritual 
Entertainment's third-person shooter looks 
good and features a hottie heroine modeled 
after B-movie queen Julie Strain, though, so it 
ain't all bad. [Gathering of Developers/2000] 


Neverwinter Nights __ 
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Oy! They killed Nancy! They must die! 


Not just D-Day deathmatch 

When it originally started alpha testing in the middle of 
2000, no one knew what a phenomenon the original game 
would create. After all, it initially played like a multiplay- 
er Half-Life map that replaced the quasi-futuristic 
weapons and models of the original game with those 
found circa 1944. Like most developers, though, finished 
is never good enough and there’s always improvements to 
be made. Models have been greatly improved, textures 


World War Il, Version 3 


Half-Life mod Day of Defeat 3.0 bests most 
commercial WWII shooters 
by Kevin Rice 


While there are countless mods available for all given a face lift or two, and more realistic modeling on weapons for 
the various games out there, only a few ever make things like recoil are in place. For version 3.0, the designers have 

it to “stardom.” Perhaps the game with the most gone about as far as any mod can, adding features commonly found 
star mods is the venerable Half-Life, making it also in commercial games. 

the most difficult game in terms of generating inter- The first thing most will notice is the inclusion of cutscenes before 

est for something new. Perhaps it was simply many of the missions. These use the in-game engine, setting the tone and 
serendipity that the developers behind Day of Defeat giving a very brief description of what it is you’ve got to do to win. 
released a realistic WWII themed mod in the wake Because of this, the cut scenes differ depending what you side you choose 
of numerous commercial efforts, or perhaps it was to play. Where the Allies may have to invade a camp and take out a few 
their passion for recreating the Second Great War. 80mm cannons, the Axis will be told where the cannons are and that 
Regardless of the background, the latest version is they need protecting. While this doesn’t change the gameplay at all, it’s 
poised to set the gaming world on fire. Again. something usually found only in commercial games. 


90 CGM | SEPTEMBER 2002 


am & 
< AFTERLIFE 


Death from above 
The inclusion of paratroopers significantly alters the gameplay. 
While there’s no in-air combat, the paratroopers have one life and 
that’s it. This makes for some seriously entertaining games for those 
familiar with the new maps. Once a paratrooper is dead, he’s out 
until the next round, which gives a whole new meaning to “one 

ee . 2 ae shot kill,” to say the least. This feature is completely editable by 
“* YS mapmakers, meaning they can mix and match paratroopers with 
standard (infinite life) infantry grunts. Additionally, one side can be 
d << . all paratroopers while the other is all standard infantry. This also 

It leaves your laundry fresh as a summer breeze adds the winning condition of simply eliminating the enemy. 
blowing through a war-torn city that’s evacuated. The spectator system, which will most likely be used a lot by 
said paratroopers, has also been greatly enhanced, offering things 
like first person views, free or locked chase cameras, and even an 
overhead map view which is perfect for wannabe generals dictating 
the action. Health and objective status are also given, making it eas- 
ier for spectators to perhaps help their breathing, panting comrades. 
Most of these modes can be swapped with a “picture-in-picture” 
view as well, allowing you to track one person while keeping an 
overhead map open for surveillance. 

Of course, an update to Day of Defeat wouldn’t be complete with- 
out new weapons and sounds. There’s now an Fg42 available with 
both a bipod version and a scoped version. There’s a nice K43 for 
your rifling pleasure, as well as an M1 carbine (with collapsible 
stock), which is perfect for paratroopers, a Greasegun (essentially 
ne : an M3 submachine gun), and a Gravity Knife for those more inti- 
Sometimes, the enem an mate moments. Most of the weapon sounds have been overhauled 
background. _ / _ 2 as well, providing an even more realistic experience. To cap it off, 

a : paratroopers wear helmets that can be shot off, leaving their skulls 
exposed for the rest of the match. The developers intend on adding 
this feature to all the models in due time. 


As pretty as Half-Life gets 

Graphically, the game looks about as good as you can make a Half- 
Life based game look. While it can’t compete with games like 
Return to Castle Wolfenstein or Medal of Honor, the die-hard, heavi- 
ly modified Quake engine still pushes out some decent visuals. 
Player animations have been further tweaked, and bullet ricochets 
and explosions look respectable. The details once you get close to 
an object are usually impressive, but due to mip-mapping limita- 
tions and no anisotropic filtering, things are somewhat smeared 
from a distance. This is no fault of the mod developer, but rather a 

foe he smoke coming off the ground from the limitation of the engine. 

bullet oe : What matters most, of course, is gameplay, and for the experi- 

enced player, there’s plenty new here to keep you playing until 

sunrise. Although newbies may have a difficult time breaking in, 
there’s certainly the opportunity available for anyone with patience 
and a mind for team-based strategy. While not nearly as complex as 
a game like Tribes II, it’s teamwork in Day of Defeat that deter- 
mines the winners from the losers. A well-coordinated effort com- 
prised of newer players will likely beat a collection of veteran play- 
ers that are all playing on their own. From snipers to machine gun- 
ners to M1 Carbine infantry, it takes a good mix of nearly every 
class available to be victorious. 

The beta version was still a little buggy, but it wasn’t enough to 
stop “testing” the game for nearly two hours straight with only a 
single crash. By the time you read this, version three should be 
available in its release form. Although it weighs in at a hefty 


Going prone under this truck is a sie 1 way y to. 150MB, it’s worth the time for any would-be army men looking for 
‘Score easy kills. ~~ some authentic, frenetic WWII action. e 
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monthly special 
WarCraft IIl-PC 


~ lt has been nearly fifteen years since the war 
44.95 between the orcs and humans ended. An uneasy 

| peace settled over the land while, for years, the 

drums of war were silent. Yet the kingdoms of men grew complacent in 

their victory - and slowly, the defeated orcish clans regrouped under 

the banner of a new visionary leader. 


more deals 
en Ni Neverwinter 
Nights - PC 
Neverwinter 
Nights (NWN) is 
a new Advanced 


ees Sep SUGOONS 2 
= 4 Dragons 
Uda Gap oD (AD&D) role- 

playing game 


Fulda Gap ‘85 - HPS Sims 

By 1985, NATO and Warsaw Pact forces 
had been staring at each other across the 
lron Curtain for 40 years as the Cold War 
became increasingly warmer. During the 
mid '80s, the Cold War reached a boiling 
point as the ideologies of communism and 
Capitalism were in their most confrontation- 
al posture. 


from BioWare, 
the developers 
of Baldur's Gate 
and Tales of the Sword 
Coast. Neverwinter Nights 
has been designed specif- 
ically for the online, multiplayer environ- 
ment and the latest in 83D technology and 
also allows you to experience all the magic 
of pen-and-paper Dungeon-Mastering on 
your home computer! 


$49.95 


what’s new Half-Life Counter Strike: Condition Zero $39.95 


WarCraft Ill ao “SS ; $39.95 
Return to Castle Wolfenstein GOTY $48.95 Half-Life Counter Strike: Condition Zero $39.95 
Unreal Tournament 2003 $49.95 Call a Cthulu $39.95 
MechWarrior IV: Inner Sphere $12.95 SSaPeseaEe Welecle wernt $39.95 
Neverwinter Nights $54.95 O.R.B. $39.95 
Icewind Dale II $46.95 = 
Tropico Gold $29.95 hot titles 
G.1. Combat $39.95 Elder Scrolls Ill: Morowind $44.95 
Dungeon Siege $47.95 
comingsoon Soldier Fortune || $49.95 
Impossible Creatures $44.95 REET Veo $49.95 
Arx Fatalis $39.95 Space empires IV Gold $44.95 
Panzer Campaigns: Korsun '44 $34.95 
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Fading Suns 
Noble Armada - 
Matrix Games 
The Questing 
Knights are 
returning. In 
4996 the 
Emperor sent 
them to the far 
reaches of the 
Known Worlds, 
charged with 
recovering the 
Lost Worlds of 
humanity. They set forth in 
craft of diverse worth, 
investigating old legends, studying ancient 
lore, battling fiendish enemies, all to dis- 
cover the routes to these missing planets. 


WarCraft III 
Heroes of Might & Magic IV 


$44.95 
$42.95 


bargain bin 


Fighting Steel - 3-D Naval Battles $9.95 
7th Guest $9.95 
Airport Tycoon $9.95 
Alpha Centauri (Sid Meier's) $12.95 
AMA Superbike $12.95 
Apache Havoc $12.95 
Army Men 3: Toys in Space $14.95 
B-17 Air War Over Germany $19.95 
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SOLDIER FORTUNE 


Soldier of Fortune 2: 
Double Helix 
Activision 


Now 


Grand Theft Auto 3 - PC 
Rockstar 
Now 


Star Wars Jedi StarFighter 
Lucas Arts 


Now 


Star Wars Jedi Outcast 
Jedi Knight Il 


Lucas Arts Now 


$29.95 


Operation Flashpoint: 
Resistance - PC 3D0 
Codemasters - Now Now 
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Strategy First Acclaim 
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Legion - PC 
Strategy First 
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Heroes of Might & Magic IV - PC 


ALL-STAR BASEBARI? at 
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All Star Baseball 2003 - GCN 


Uncommon Valor: 
Campaign for the South 
Pacific 

Matrix Games 

Now 
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Age of Wonders Il 


ewithient Gold - PC 
Sony 
Now 


Elder Scrolls Il: Morrowind 
Bethesda 
Now 


2002 
FIFA WORLD CUP 


FIFA World Cup 
Soccer 2002 - PC 
EA - Now 
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Spider-Man - GCN 
Activision 
Now 


Tactics Ogre: Knight of Lodis - GBA Gauntlet Dark Legacy - Xbox 


Ninetendo Midway 
Now Now 
STRATEGY 


Heroes of Might & Magic IV 

WarCraft lll: Reign of Chaos 

Master of Orion Ill 

Age of Wonders Il:The Wizard's Throne 
Star Wars Galactic Battlegrounds Clone a 
Warrior Kings 
Space Empires IV Gold 
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REBOUND 


email us at editor@cgonline.com 


Com puter Plenty of readers have their minds on their money and their money on their 
a l am \ Ss minds. Peter Harband missed the point of Tom Chick’s “Requiem for a Free 


Lunch,” in which he felt Tom was “only about money.” See, Tom isn’t pro- 


Ine teaches ceases business, he’s pro-Tom Chick. He doesn’t want game companies to get 
fue =< pete. more cash, he wants it for himself. But he hasn't figured out how to charge 


NEVERWINTER 


gamers for what he does. Maybe Steam is the answer for him? Reader 


NiHiibya «== Robert Clayton, a “more than ten-year subscriber,” thanks us for our “liter- 


Steamy 

Regarding the Upfront col- 
umn about Valve’s Steam 
technology [“Blowing 
Smoke,” CGM 140]. I have been buying PC games since 
the 1980s. Under my desk at home sits four machines, one 
of which is a 486 with a genuine Sound Blaster and VESA 
Super VGA card with DOS 6.22, another is a Pentium 600 
with Windows 98 SE, and I use those machines to play 
some of the old games every now and then. 

Maybe I am weird, the one in a million, and therefore 
am statistically insignificant, but I don’t like two ideas 
with a service like Steam. One is that my ability to call up 
and play an old game could be block by the fact that I no 
longer subscribe to the online subscription service, or that 
the service has changed and no longer offers the game. 

For example, there are people that still play Age of 
Empires and Rise of Rome. Granted, there aren’t many of 
them, but that small group is not interested in our newer 
games, but eventually Microsoft will End of Life the prod- 
uct. That won’t bother them now, as they can still play 
the game, but imagine a future where one day those peo- 
ple wake up to a surprise when they get together for their 
weekly gaming party and that’s not an option. 

The second thing that concerns me is that if a game is 
tied to an online subscription/update service, I might not 
be able to “freeze” the game at a certain version or patch 
to play in the future. Half-Life comes to mind. I used to 
play it deathmatch a lot, but that mode stopped being a 
concern for Vaive and on one particular patch, they made 
some major changes to the weapon balance. Frankly, 
henceforth gameplay sucked, no one wanted to play the 
new update, and it stayed that way in the updates that 
followed so I played the older version. In a Steam-type sit- 
uation, would that option even exist? 

The two concerns I’ve just voiced are really just differ- 
ent aspects of the end-user losing control and, in a way, 
property rights, of the product they purchased. Will some- 
one else decide what the catalog of games available to us 
at any given moment is, despite our past purchases? 

Matt Pritchard 
Ensemble Studios 
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ate, mature and informative magazine.” And we thank him for his ten-years 
of subscription fees. So we're only about money too. We tried doing this for 
the love, but our landlords wouldn't accept that in exchange for rent. Well, 
there was that one time, but that’s another story.... 


Adding value 

Valve’s “Steam” subscription service makes me shake 
my head. I can hardly say I’m surprised that it’s coming 
to this. With everyone going broadband these days and 
just itching for ways to justify the cost, I can see where 
quite a few people will pay to download their A-list 
games just because it’s “cool” to do so. Maybe I’m in a 
severe minority, but I won’t buy a game unless it’s 
something tangible. I know the game companies are 
worried about piracy, and this may be a way to combat 
it (maybe), but they’re making the issue worse by pro- 
ducing shoddy documentation and packaging. It seems 
to me that if it gets to the point where there’s not only 
no manuals but also no box or even a CD to show for 
your hard-earned money, the temptation to pirate stuff 
would be much greater. 

My idea is this: Game makers, put more cool stuff in 
with your boxed games, like maps, manuals, fiction sto- 
ries about the game, even little custom trinkets. In the 
purchaser’s mind, they add immensely to the value of 
the game as collectibles. I know each of the above-men- 
tioned things costs money, say a buck per item per box, 
but this used to be common practice just a few years 
ago, so don’t tell me it can’t be done. I’d gladly pay 
more for a game with such cool stuff! 

Or maybe I’m alone here. 
Mark Lahren 


Epileptic 

Regarding “Hazardous to Your Health,” in the July 
issue, there’s little hard evidence known as to what 
causes seizures or how to prevent their reoccurrence. I 
have spent the past two years trying to determine exact- 
ly what caused mine. After giving up gaming, I had the 
opportunity to work in the arcade industry as a salesper- 
son, so I went over to my PC and fired up Half-Life. I 
was rusty and got fragged quite a bit, but the only thing 
that happened was I got angry at myself for not throw- 
ing a grenade down the dark corridor first. No shaking, 
and no emergency room visits, just the return of one of 
my favorite pastimes. I took the job and have spent 
hours in arcades, and even attended the 2001 E3 show, 


which is quite possibly one of the biggest examples of 
flashing lights, long nights, and alcohol known to man. 
But nothing has happened. 

I am not saying that it is not possible for a videogame 
to cause seizures, but what I ultimately found is that it 
is a combination of things. Your stress level and diet all 
play a major role as well as what you are exposed to. 
What gets to me? Ceiling fans. Something about the 
speed at which they rotate and the shadows they cast 
makes me get that weird feeling. Maybe I could sue 
Hunter ceiling fans? 

Kirby Kasten 


Take a break 
As an epileptic and a WAN Admin, I have known for 
quite sometime the hazards of certain games like Missile 
Command and DOOM. Anything with a lot of flashing 
can cause seizures in people with or without epilepsy. 
To avoid this, get up from the keyboard every 15 min- 
utes and take a break. It allows your eyes to readjust 
(actually it is your brain adjusting) and gives your 
hands a break from the monotony. 

Kurt Elkins 


More means more 

I was very disappointed to read Matthew Fuesz’s letter 
in the July 2002 Rebound [“More Isn’t Better”]. He does 
make one valid point, there will be more bad mods, but 
he neglects to mention that there will also be more good 
ones. I there is one good mod made for every 10 bad 
ones, expect that trend to continue. When Mr. Fuesz 
made his first mod, I bet he put his heart and soul into 
making it the best he could make, and that he was 
proud of it when it was finished. You must craw] before 
you can walk, now that you know how to run, don’t 
discourage those who are just starting to crawl. 

I do applaud Mr. Fuesz for caring about the quality of 
mods to come, perhaps though you could be a more 
constructive influence. Might I recommend adding a 
page to your team’s website that posts the do-s and 
don’t-s of good mod making so that people might learn 
from your experience and avoid many of the pitfalls bad 
mods suffer from. 

Edward Traylor 


Annoyance 

I don’t think Mr. Fuesz is worried about the low-quality 

mods that gmax may facilitate. I think he is threatened by 

the real possibility that there might be even more people 

out there with just as much talent as he claims to possess. 
Kevin VanOrd 


Oppressed 

Matthew Fuesz suggests that the “work-ethic-less (sic) 
masses” offer “ideas, compliments, suggestions” and 
should leave the modding to the experts. Hey... okay... 
isn’t this exactly what professional game designers were 
saying about mod creators a couple of years ago? In fact, 
if you want a good laugh, read the letter again substitut- 
ing “game designer” everywhere you see “modder” and 


“modder” every time you see “gamer”. Is there a socio- 
logical measurement for how quickly misguided arro- 
gance rolls downhill? How quickly the oppressed 
become the oppressors in turn... 

David Deckard 


Speaking for all 
I think I speak for everyone when I say I want more T&A 
in CGM. Or maybe you guys should release an adult ver- 
sion, which of course I would only read for the articles. 
P.S. Only girl T&A. 
Rene Ochoa Dorado 


Panda and elf porn wasn’t enough for you? As for T&A, my 
GeForce 3 has hardware T&A, | think, which makes the curves 
bumpier or something. —ed 


Desperation 
I just wanted to say that my friend Chris says I can’t get 
any letter published in a magazine if my life depended 
on it. We made a bet. Publish this pleeeeaase. 

Shua 


We strive to make all of our readers cooler. —ed 


ERRATA 


In the July issue, there was an error in the review of Global 
Operations regarding its spectator modes. You can click on player 
names to change to a first-person view of what that player is see- 


ing or on the camera names to switch to a view of what the cam- 
eras placed throughout the levels see. 


In the August issue's tutorial for Veverwinter Nights, we omitted 
one important step. After giving Thanatos his magical sword, make 
Sure you view his properties, click the “Feats” tab, and assign him 
the “Weapon Proficiency (martial)” feat, otherwise he won't actual- 
ly be able to use the sword when you run the module, even though 
he appears to hold it in the toolset. You might want to place a 
magic item in that first chest of the dungeon, too. 
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hex map, 
meet 3D chess puzzle 


Early war and adventure gamers—an unlikely but cozy pair 


A priest, a grognard, and an adventure gamer walk into this bar. 
The priest says, “So. I hear you two are moving in together.” And the 


adventure gamer says, “Oh yes, it’s been a fantasy of mine since the 
days of Colossal Cave to pigeonhole myself into a small, easily 
explained niche, and this nice grognard here, well, he’s been trying 
for ages to check into one of those work camps for picky, closed- 
minded people. It’s a match made in heaven.” And the grognard 
says, “Did you know that Guam, the largest and southernmost island 
of the Marianas archipelago, is the westernmost possession of the 
United States since 1898?” 

Actually, it isn’t all that odd a match at all. 

Quite a while ago, I often wrote despairingly about The Fall of the 
Adventure Game: “Ayeh, adventure games... they just ain’t what they 
used ta be...Dracula Resurrection...it’s certainly no Day of the 
Tentacle...etc.” During that time, I got lambasted for being one of the 
most evil and best-armed killers of the genre. “Adventure games are 
as strong as ever!” many people cried. And they’re still crying. In 
Europe, the newer, “fluffier’ adventure is doing quite well. In the 
U.S., though, companies that actually specialized in adventure have 
either dissolved (Steve Meretzky’s Boffo Games) or looked toward 
other directions (Legend Entertainment’s marriage with Unreal). 
Weakly plotted, weakly puzzled (albeit gorgeous and fast-paced) 
action-adventures have become the norm, and the majority of compa- 
nies have deemed the old-style adventure as too great an investment 
risk. As a result, old-style adventurers remain unsatisfied, and have 
joined old-style wargamers as a small but vocal, curmudgeonly group, 
vehemently adhering to their standards. Are there fewer of them? No. 
Do they constitute a smaller a portion of the market? Sure. The mar- 
ket has exploded since the days of Colossal Cave and Iron Cross. 

These early games attracted certain types of people. The classic 
grognard is stereotypically a military historian of sorts, learned in 
many areas of the art and science of war, with a love of simulated 
competition, and culled from the world of board games and minia- 
tures. While the old-school adventure gamer is a bit harder to typify, 
he or she has usually been a member of a broad intelligentsia, from 
literary scholars, to mathematicians, to logicians, to simply an astute 
batch of industrious, patient, “clever thinkers.” 

As computer entertainment companies reached out to attract more 
and more people, they became less and less likely to cater to the ever 
shrinking (in terms of percentage) segment made up of these early 
aficionados. Wargamers were fed more Command & Conquer clones 
than Panzer Commander, and adventurers got Beyond Atlantis 
instead of The Space Bar or Monkey Island. And while some folks did 
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turn their backs on the so-called evolution 
of these genres, becoming the “games ain’t 
what they used ta be, so #&@! ‘em” crowd, 
others took a look at the fodder and did 
what they had to do. They ate it. And they 
continue to eat it. If in your search for 
gourmet cuisine you only find gruel, then 
gruel has to be good enough. “Action- 
adventure, you say? Uh...sure.” Hardcore 
action gamers have not experienced this 
“watering down” of content. These folks 
didn’t exist at all during the early years 
before the exponentially changing technol- 
ogy introduced the Fragging for Dollars 
generation. For them, it only gets better. 

I guess my point is that although the 
style of adventure games and wargames 
has changed over the last decade, what the 
earlier fans who decry all of this should 
realize is that while they were the core 
audience, they no longer are. The greater 
pool is a large and frosty mug of Gamer 
Lite. Although they’ve inherited tales 
about the days of yore via oral tradition, 
new gamers have never experienced what 
it was like then, and gamers-to-be proba- 
bly never will. The earlier-described, intel- 
lectual-challenge-seekers (and sure, they’re 
still out there) will simply have to exercise 
their brains elsewhere. 

So the priest says, between shots of 
Johnnie Walker, “A match made in heav- 
en? Hic. I suppose. You atrophied, stodgy, 
has-beens deserve each other.” And the 
adventure gamer and wargamer respective- 
ly put down their copies of “Consilience: 
The Unity of Knowledge” and “Luftwaffe 
Fighter Aces” and say, in unison, “Oh 
yeah? Well frag you then.” e 
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mucho macho : 


Going for the “Gold” edition 


Tropico has had a nice sales run, but like all games, it has faded 
with time. It’s now at 109 on the sales charts, and falling a few 
notches each week. Since most major retailers only stock 100-200 PC 
titles, it'll soon be phased out of a lot of stores. So to juice up the 
game for one more solid Christmas season, we’ve been giving it a 
makeover, creating a “gold edition” of sorts. 

Gaming magazines or web sites almost never review gold editions, 


dd ...1 justified the elaborate version as 
being good for the franchise and our 
company's reputation, and presented 


the research in the most favorable light 


to the higher ups. PP 


and they don’t attract much buzz or word-of-mouth on the Internet, 
so there’s some incentive to do the bare minimum necessary and rely 
on a nice box to sell the game. Nonetheless, I wanted to make a nice, 
elaborate version, spending some time and money on extra content 
and really trying to make a better game. 

However, I needed to justify the extra cost to both myself and to 
my corporate masters. I had someone do research on the relative 
sales success of bare-bones gold editions versus more elaborate pro- 
ductions. Unfortunately, the results were inconclusive. Still, I justi- 
fied the elaborate version as being good for the franchise and our 
company’s reputation, and presented the research in the most favor- 
able light to the higher ups. I got permission to hire a writer/produc- 
er to work for several months on a robust gold edition for Tropico. 

While the producer worked on new content, I conferred with the 
marketing department on packaging and promotion. In keeping with 
Tropico’s tongue in cheek humor, we decided on the name Tropico: 
Mucho Macho Edition. As this name was circulated, the initial reac- 
tion was “Ha, ha, but what are you really going to call it?” The sales- 
men refused to use the name initially, selling the game to some 
accounts as simply Tropico Gold—it even showed up on various 
“Coming Soon” lists under that name. Nonetheless, we ultimately 
prevailed in keeping the “Mucho Macho” name, at least in the US. 

In Europe, where disco still reigns supreme and the Village People’s 
“Macho Man” is a weekend staple, the sales force was even more 
adamantly opposed, and the game will be simply Tropico Gold. 

Most of the new content production proceeded smoothly. Mucho 
Macho will include the original Tropico, the Paradise Island expansion, 
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de, extra scenarios (w 
free to people who al 
ico products), and a 


travel machine, this made a docum 
video rather tough to complete. So 
chose the fallback option—we sat 
in the conference room, talking abot 
game, and filmed it. Watching the fi 
product though, I realized that we g. 
developers belong behind a compute 
itor rather than in front of a video came 
Tom Cruise and Ben Affleck have nothi 
to fear from us. Still, with proper editing, 
it actually turned out pretty well. 

All of the individual content had been 
completed and tested, and finally, 
Wednesday, June 12, I polished off the last 
element (the installer), and sent the whole 
thing to Take 2’s Baltimore office for test- 
ing, with a Friday deadline for gold-master- 
ing. On Thursday afternoon, I was relaxing 
at the office, planning to leave early for a 
nice pot-roast my wife had made, and then 
to take off at noon on Friday for a long 
planned weekend getaway. Of course, I got 
a call late afternoon saying that the game 
crashed during installation on Windows Me 
systems. Our whole office is on Windows 
2000 and XP, save one old E-Machines sys- 
tem, and I had only tested the installer on 
the newer operating systems. 

I dug up the old machine, and the hours 
ticked away as I tried to isolate and resolve 
the problem. By that night, the primary Fed- 
Ex overnight deadline had passed, and I had 
given up on the pot-roast in favor of scarfing 
down a few burgers from a nearby 
McDonald’s. Finally, at 8:30, I had a build 
that I had successfully installed (once) on 
our Windows Me machine. I raced to Fed- 
Ex’s main St. Louis office (which had a later 
dropoff deadline), then went home and 
apologized to my wife. Fortunately, heavy 
testing in Baltimore the next day showed the 
latest build to be thoroughly solid on all 
supported operating systems, and I headed 
off just a little late for the weekend. 

And believe it or not, this was actually 
just about the easiest gold-mastering 
episode we’ve ever had at PopTop.... @ 
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“CD not found” 


A casual pirate is born 


That’s it. Until you change your ways, I’m going to loan games to 
my friends and direct them to GameCopyWorld, where they can 
download cracks that let them play even after they’ve given me back 
the CD. I’m normally a patient guy (okay, that’s not really true; I’m 
not normally a patient guy, but I’m especially impatient when it 
comes to gaming). I’ve had enough. 

I blame you, the folks who make the games. You’ve been condi- 
tioning me for instant gratification. You’ve made games with shallow 
learning curves, streamlined interfaces, and thin manuals. You’ve 
made graphics so good I don’t even notice that your game is bad 
before I get bored and move on to the next one. After years of feed- 
ing me a steady diet of instant gratification, I’ve come to demand it. 

So I’m here to tell you I’m not getting instant gratification when I 
have to put the damn CD in the drive to play your game. You and I 
both know the CD isn’t sending any game-crucial data into my com- 
puter, since all that stuff gets installed on the hard drive these days. 
So don’t be coy with me. We both know this is your not-so-subtle 
way of asking whether I loaned the game to someone. Your implicit 
suggestion is that I’m a casual software pirate, so let’s just make sure 
the CD hasn’t left the house, shall we? The error message may read 
“CD not found, please insert and try again,” but when I run it 
through Babel Fish’s “Software Industry to English” mode, I get this: 
“Are you sure you’re not one of those filthy pirates who’s costing the 


dd Your implicit suggestion is that I’m a casual 
software pirate, so let’s just make sure the CD 


hasn't left the house, shall we? PP 


industry untold sums of money and forcing us to use SafeDisc so 
people with certain CD-ROM drives who won’t be able to play our 
games are sent howling to our forums where they bitch and moan 
and make us look bad?” 

I know what you're saying: “Sheesh, chill dude, it only takes a 
few seconds to put the CD in the drive.” Spoken like someone who 
a) overestimates my patience and b) hasn’t seen my desk. 

Here’s how it works: I sit down to play the electricity bill, which is 
really boring and involves writing a check, finding stamps, filing 
stuff, that sort of thing. Since I’d really rather not deal with it for the 
time being, I’m going to play Game X instead. So I open the jewel 


lute 


case, and grab the CD with my right hand, 
careful not to touch the surface with my 
fingertips, which are laden with data 
destroying oils. Now I open the CD-ROM 
drive and—hey, look, it’s Game Y, which I 
was playing when I was supposed to be 
paying the electricity bill earlier in the day. 
I carefully take it out with my left hand 
and suddenly I have no hands free to open 
the jewel case for Game Y. Besides, I have 
no idea where it is. But look, here’s the 
jewel case for Game X, open right in front 
of me! So I put the CD for Game Y into the 
jewel case for Game X. Then I put Game X 
in the drive and get down to the important 
business of ignoring the electricity bill. 

Later on, when I clean up my desk (i.e. 
move everything off it), Game Y is effec- 
tively entombed in the Game X jewel case, 
never to be found. Which should be no big 
deal since I paid for the frigging thing and 
did a full install on the 500-gigabyte hard 
drive I bought on sale for roughly the 
same price as Game Y itself. 

Fast forward to the next day, when I sit 
down to avoid paying the electricity bill 
again. I click on the icon for Game Y. “CD 
not found.” Yeah, tell me about it. God 
only knows which one of these jewel cases 
in which one of these piles of stuff it’s in. 
At which point, being easily discouraged, | 
crumble in the face of opposition and play 
Game Z instead. 

So here’s the deal. Work some of your 
tricky little gimmicks with CD keys and 
authentication servers and whatnot and 
quit using the CD as the latter day equiva- 
lent of a code wheel or having to look 
something up in the manual. You’ve been 
treating me like a casual pirate, the bane 
of the computer game industry, for so long 
that I may as well become one. So, don- 
ning my eye patch and khaki slacks (I am 
casual, after all), I set out now to surf the 
net in search of no-CD files and cracked 
executables. Yo ho ho, avast matey, and 
all that. And just let me know if you need 
to borrow any games. @ 


_  -CrrOCOr eee 
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Fight for the Gods and for your beloved homeland in Celtic Kings: Rage of War, which brings you the Roman 
conquests in two exciting game modes! In adventure mode, play as a warrior who has given his soul to the Goddess of War and 
is caught in the struggle between, good and evil as he swears revenge on the evil forces who killed his wife. Or battle for your 
country in strategic mode as the leader of the Romans or the Gauls, where tactical and strategic moves are the key to victory. 
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strategyfirst.com * haemimont.com/celtickings 
“Combines both RTS and RPG in — 
one enjoyable gaming experience.” beer ephemera 
-Gamezone - for Rating Information. 
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UNLEASH THE FORGE 


ou TCAST 


Turn your stereo gameplay in Star Wars” JedicKnight® Il: Jedi Outcast” into a stunning 
EAX® ADVANCED HD" multi-channel experience. 


» Only Sound Blaster® Audigy” features 4x more effects processing from the revolutionary 
Audigy” chip and 24-bit multi-channel sound clarity for the same cinema quality audio experience 
reminiscent of a Star Wars movie. From the Jedi Academy to the smuggler’s moon, you'll 
‘experience EAX” ADVANCED HD” effects for the most accurate 3D-surround imaging of 


Environment ening | Obs Occlusion and Advanced Reverbs. If you're ready for ultra-realistic gaming, get the 
| ne the latest update featuring the EAX° ADVANCED HD” Audio 


Ger Your EAX® ADVANCED HD” AuDIO ENHANCEMENT AT 
WWW.SOUNDBLASTER.COM/JK2 


oem ammo BAO agape, 
ee nee 


fatigy ADVANCED HO 


Sound Blaster” Audigy” Platinum eX 
with external Audigy” Drive 
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